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Let's Get Ready to Rumble! 


We Explore the Mortal Kombat Franchise and the Fighting-Game Genre 


meet the 
» 


Mike Kennedy 
Publisher 


| look forward to starting off 
RETRO's second year with a bang! 
Enjoy! 


Favorite Games: Resident Evil, 
Captain Goodnight, LittleBigPlanet 
Now Playing: OutRun 3D, Chicken 
Shift, Wonderboy in Monster World 


Before ever playing it, seeing 
Battle Arena Toshinden running on 
a PlayStation kiosk in Babbages 
and thinking, “I've got to buy 
that system to play that game.” 
Incredible! 


Favorite Fighting-Game Moment: 


Mark Kaminski 
Creative Director 


Very thankful that | have an 
amazing family that supports my 
crazy hobbies! 


Favorite Games: Twisted Metal 2, 
Life Force, Resident Evil Outbreak 2 


Now Playing: U.N. Squadron, 
Finding Teddy 2, Metal Slug 2 
Favorite Fighting-Game Moment: 
Being 12 years old in an arcade and 
handing an ass whipping to grown- 
ups in Mortal Kombat! Quarter up 
losers! 


David Giltinan 

Managing Editor 

Hopefully, VR will meet fighting 
games soon so | can really bust 
some heads...in a spiritual sense of 
course. 

Favorite Games: Chrono Trigger, 
Street Fighter ||, Maniac Mansion 
Now Playing: Axiom Verge, Dust: 
An Elysian Tail, Metal Gear Solid V: 
Ground Zeroes 

Favorite Fighting-Game Moment: 
The correct answer is Evo Moment 
#37. Daigo’s full parry into super is 
the very definition of hype. 
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History of Fighting Games - Patrick Miller 
plays professor as he offers up a crash 
course on the icons of the fighting-game 
genre. 


Mortal Kombat Retrospective - Brady 
Fiechter brings Mortal Kombat fans back 
to the gory glory days of the now-famous 
franchise. 


Samurai Shodown Retrospective - David 
Craddock contemplates the impact of 
the often-overlooked Samurai Showdown 
series. 


Making Mortal Kombat - Warren Davis 
gets animated in his analysis of the daring 
digitization that made Mortal Kombat so 
unique. 


Capcom vs. Data East - Michael 
Thomasson provides legendary author Bill 
Kunkel's account of the controversial legal 
case between Capcom and Data East. 


Shovel Knight - Robert Workman talks to 
Yacht Club Games about all things Shovel 
Knight as the celebrated game comes to 
PlayStation and Xbox platforms. 


Seth Killian - Daniel Kayser chats with 
a true fighting-game revolutionary, 

Seth Killian, about creating the EVO 
Championship series, arcade memories, 
and more. 


Ed Boon - Our EIC goes one-on-one with 
Mortal Kombat cocreator Ed Boon to 
discuss the creation and evolution of the 
industry's most killer franchise. 


Street Fighter V 
Tekken 7 
Tekken X Street Fighter 


Smash Bros., Marvel vs. Capcom 
Battle Arena Toshinden, Bushido Blade 


Street Fighter, Might Morphin Power 
Rangers: The Fighting Edition 


The Bilestoad, Boxing, Karateka, Garou: 
Mark of the Wolves 


Nidhogg 
Guilty Gear Xrd: Sign 


Rise From Your Grave - Give your 
fightstick the classic American arcade feel. 


Arcade Archives - What's it like operating 
an arcade in 2015? 


Joust Pinball - Why Joust Pinball never 
took flight. 


Homebrew Heaven - Why homebrew 
gaming is completely awesome and rather 
complex. 


Schwag Bag - We feature the schwag 
that's worth fighting for. 


High 5 - Five fighting bosses hated for 
being too good at their job. 


Global Gamer Japan - It's time to step 
inside Japan's Yo-Kai Watch craze. 


Global Gamer U.K. - Discover where 
gamers are gathering all around the U.K. 


Primal Rage II Unleashed - We unurth 
(pun intended) the canceled sequel. 


A Salute to Soulcalibur - Why innovation 
has been the series’ best weapon. 


The Victorious Virtua Fighter - Often 
overlooked, but never overshadowed. 


Mortal Kombat X - 10 reasons why you 
should be excited to play MKX. 


The Reactor - What industry insiders 
think about the difficulty of creating new 
fighting games. 


Greatest Console Videogames - Where 
Combat ranks on the list of greatest 
console games. 


Rock the Block - Discover why game 
music fans can't miss out on the latest 
Nerd Block. 


Retro Rarities - Discover a colorful, fast- 
paced fighting-game for the Neo Geo. 


Proving Grounds - Feeling hardcore? 
Embrace the challenge and adventure of 
Wizardry. 


Kohler's Collect-a-Thon! - Mastering 
Sega's Master System from a collecting 
perspective. 


Origin Stories - Understanding the 
influence of Karateka. 


Celebrity RETRO - UFC Flyweight Champ 
Demetrious “Mighty Mouse” Johnson 
talks fighting games. 


Suikoden Il - Find out why Konami's 
classic RPG has stood the test of time. 


Seanbaby vs. The World - Stories never 
meant to be told with bouncing balls. 


Experience Points - A comical look at the 
concerns of fighting-game fans throughout 
the years. 
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OF OUR YEAR THO BACKERS 
ON KICKSTARTER? WE 
SINCERELY APPRECIATE 
YOUR SUPPORT? 
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PLAY WELL. LIVE WELL. 


ewe ee, THE ULTIMATE RETRO EAPERIENCE 


The RetroN® 5 is compatible with cartridges from these systems: 
ee NES, Famicom, SNES, Super Famicom, Master System, Genesis, 
Mega Drive, Game Boy, Game Boy Color, and Game Boy Advance. 


e 720p HD output and enhanced interpolated audio 
e Included wireless controller with fully mappable buttons and macros 
e Supports original NES, SNES, and Genesis controllers 


©2015 Hyperkin® Inc. All trademarks are the property of their respective owners. 


STICK WITH 


In early 2009, just weeks before the release of Street 
Fighter IV, Capcom and Mad Catz revealed the Street 
Fighter |V Tournament Edition FightStick (TE), a cus- 
tomizable console joystick utilizing arcade parts and 
designed from the ground up for the competitive 
player. Known as a purveyor of, well, less-than-stel- 
lar third-party controllers handed out only in cases of 
emergency, Mad Catz’ release of the TE and follow- 
up sticks would mark a turnaround for the company's 
reputation, with enthusiasts and tournament players 
flocking to the hardware en masse. 


Ushered along by the likes of Hori, Agetec, and the 
console makers themselves, arcade-style joysticks 
had been available since the days of the NES Advan- 
tage, but it wasn’t until the release of the TE (and its 
slightly less tinker-friendly little brother, the SE) that 
a stick deliberately designed to be modded gained 
mass appeal. This new flood of players clamoring to 
individualize their controls kickstarted the growth of 
a healthy cottage industry of parts importers, artists, 
and custom board designers all offering wares to 
modify and enhance arcade-style fightsticks. 


Today, a whole range of parts can be purchased to per- 
sonalize your fightstick, whether it’s a venerable Mad 
Catz TE, a Hori, or a relative newcomer such as Qa- 
nba, as most current fightsticks are designed around 
fitting the same authentic arcade hardware. 


Even if quarter-circle forward sounds like some sort of 
dance move and you couldn't care less about the dif- 
ference between Hakumen and a Hadouken, a mod- 
ern arcade fightstick may still be a welcome addition 


*Y Chris Ainsworth 


1T! 


to your retro-focused entertainment center. With a 
handful of simple changes, you can modify your stock 
fightstick from an efficient, highly sensitive input de- 
vice into a somewhat clunkier, less precise, but nostal- 
gic arcade-gaming warhorse. 


So, whether you grew up playing Street Fighter II on 
a beat-up Dynamo cabinet or are a retro gamer just 
hoping to play Joust on the Xbox 360 without cramped 
fingers, here's how you do it. 


Your arcade stick will most likely have a Sanwa or 
Seimitsu joystick installed. Mainstays of the Japanese 
arcade scene, these sticks have a looser and more 
sensitive feel than the classic Wico and Happ sticks 
of yore. While it is possible to install a new Suzo-Happ 
stick into a modern fightstick housing, it often requires 
extensive reworking, and as you're replacing a high- 
er-quality joystick with an honestly inferior model, it's 
really not worth the effort. Instead, | recommend mod- 
ding your stick to approximate the feel of old Ameri- 
can iron. Happ-style bat tops (such as the Sanwa LB- 
35-N) are easy to come by and include an adapter to 
fit on the narrow JLF shaft. 


Additionally, most Japanese joysticks are sold with 
square restrictor gates (a plastic plate at the bottom 
of the stick that dictates when directional input is re- 
ceived), while sticks such as those from Happ were 
movement-limited by the design of the housing itself. 
To approximate the cornerless feel of a classic Amer- 
ican joystick, replace the square insert with a circular 
restrictor plate such as the Sanwa GT-O. 


GL RETRONATION 


If the light heft of a Japanese joystick feels off, install a 
higher-tension spring. Remember, it’s not an old-school 
arcade joystick if it doesn't work out your forearm. 


Most 1980s American arcade buttons were concave, 
not convex, and activated using leaf switches rather 
than the microswitches of today. Unfortunately, due to 
the bulk of leaf-switch assemblies, fitting a set into an 
off-the-shelf arcade stick case is going to be near im- 
possible. In 2011, parts supplier Ultimarc released their 
GoldLeaf series, arcade pushbuttons featuring both in- 
ternal leaf switches and a concave design. As long as 
there's enough room internally for the screw nut that 
secures the button to the case, Ultimarc GoldLeaf but- 
tons will fit your needs perfectly. 


Long for 1990s microswitches on a concave design? 
Look for Yenox buttons, but be aware that they tend to 
have a stiffer feel. 


Finally, to really bring home the retro arcade feel, install 
new artwork, preferably themed after your favorite 
classic arcade game. Photoshop templates are avail- 
able online (see sidebar), and companies such as Art's 
Hobbies will print and cut final artwork sized to your 
particular stick. ma 


FOCUSATTACK.COM 
Bat top and restrictor plate insert 


ULTIMARC.COM 
GoldLeaf buttons 


PARADISEARCADESHOP.COM 
Yenox buttons 


TEK-INNOVATIONS.COM 
Art templates & printing 
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What's it like operating an arcade In. 2015? chris ainsworth 
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While many folks within the mainstream would assume that arcades are a thing 
of the past, there are still quite a few in operation for both nostalgic gamers and 
new-school players to enjoy. Adam Pratt runs ArcadeHeroes.com (an arcade 
industry news site), wrote the book The Arcade Experience, and is the owner of 
The Game Grid Arcade in West Valley City, Utah. We recently chatted about the 
experience of operating an arcade in 2015. 


RETRO: The Game Grid features several cabinets that many collectors would 
consider amazing finds, such as the Warlords cocktail, The Act, and Darius Burst: 
Another Chronicle. How well do they perform in the wild? 


Adam Pratt: [Laughs] | wish they did better! They are such a blast to play, but 
since they are relatively unknown, | think most customers don't have a clue what 
to make of them. To me, Warlords is the best classic multiplayer experience there 
is, but to 99% of my customers, it's just an odd-looking old table game. I've had to 
coax groups of players to try it out — when they do, and as soon as they get it, they 
love it. But I'm lucky if it makes $1 a week. 


The Act would perform better if it didn't have some known technical problems, and 
Darius Burst: Another Chronicle has fared the best of the three, although it still has 
hada rocky road. When | first got it, it was making as much as Terminator Salvation, 
my number-one game, but over time it has declined to about a quarter of that, with 
wild fluctuations in weekly play. 
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RETRO: Any unexpected hits or flops? 


AP: My hits have been light-gun games such as Terminator Salvation, or racing 
titles like Fast and Furious Super Cars. When | upgraded my air hockey table, it 
became my number-one game overnight and ‘has maintained that spot ever 
since. Star Trek Pinball has been a surprise, and Allied Tank Attack is an oddball 
but manages to consistently hit my top five. Super Street Fighter |V Arcade Edition 
was incredible for the first two months, but people stopped playing and | doubt | 
will ever make my money back on it. 


A lot of the classics have been disappointing, and most make a few dollars a 
week each. The exceptions have been Ms. Pac-Man, Donkey Kong, and TMNT, 
which make 10 times what the others do. 


RETRO: How often do you add to your collection or retire games? 


AP: | try to add at least four games a year, with a couple of those being new 
releases. In 1980s arcades, you had new games coming every few weeks, and 
while | can't sustain doing something like that, | do try to add games when | 
can, and Arcade Heroes has afforded me some great opportunities in terms of 
connections that | wouldn't have otherwise. 


RETRO: What does the arcade scene look like in 2015? 


AP: Retro arcades and barcades are making money with large quantities and 
other sales, and FEC locations have the budgets to handle the big new games, 
but what | worry about is where that leaves us mom ‘n’ pop-type arcades. I'd 
love to get my hands on the new Star Wars Battle Pod, but at $30k, that is a lot of 
money to spend ona single game. | begged Bandai Namco to consider a cheaper 
Time Crisis 5 cabinet, as the deluxe version will likely come in around $20k. 


Despite those challenges, | do think we have a bright future. Every weekend is 
busy at my arcade, and I'm more comfortable in this spot than | would be in 
videogame retail, where digital sales are replacing the game disc. 


There's something about the true arcade design, as well. When a quarter is on 
the line, it instills a different kind of feeling than the “no consequences” of playing 
at home. It has an intuitive level of excitement built into it and it changes how 
you play. 


RETRO: In The Arcade Experience, you relate the story of how Discs of TRON 
played a major role in fostering your love for the arcade, and of course there's 
the name of the arcade itself, so I've gotta ask...where are the TRON cabinets? 


AP: Discs of TRON is very hard to come by, and if you do come across a working 
one, it goes for a very high premium. As much as | love TRON, from a business 
perspective it doesn’t make much sense. Still, my goal is to eventually have one, 
as well as a TRON Legacy Pinball. 


My TRON cabinets are out there somewhere — in someone else's collection! ie 
Chris Ainsworth (@driph) is a videogame designer and writer in Las Vegas, Nevada. He has 


been an avid gamer since that first satisfying click of a Star Raiders cartridge into the Atari 
400, and blames the membrane keyboard for his two-finger typing style. 


Did You Know? Arcade videogames saw a slump in 1978, thanks to a temporary resurgence of pinball. 


PINBALL 


———— PINBALL SPOTLIGHT  — 
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PINBALL NEVER! TOOK FLIGHT 


Twice the excitement! 
Twice the earnings! 


This might seem obvious, but 

games like Street Fighter, GoldenEye, 

R Halo, World of Warcraft, or even the 

classic arcade game Wizard of Wor are often more 

fun and compelling when played with other people. Though they can all be 

played individually, it is through competition that these games really find their 

strength. Pinball, in contrast, is typically a single-player game. Though it is 

possible to play multiplayer games on a pinball table, those games are turn- 

based and only have players competing for high-score bragging rights. Ac- 

tually, one of the appeals of pinball can be its solitary nature. You can battle 

the machine on your own over and over again, trying to activate every aspect 

of the software or each mechanical feature, leaving your name on the score- 

board for all to see. However fun a solo game can be, though, sometimes it just 
feels like something is missing. 


During the golden age of arcades, game developers realized that by allowing 
two people to play a game at once, operators could double their earnings. 
The previously mentioned Wizard of Wor, made by Bally Midway, was one of 
the earliest videogames to do this successfully, but it wasn’t until Williams 
Electronics’ 1982 Joust that the multiplayer concept found its footing. The goal 
of this bizarre game was to manipulate your flying, knight-bedecked ostrich 
by flapping its wings to collide into enemy knights riding waves of vultures. 
Despite the odd premise, the game turned out to be a smashing success. Hop- 
ing to capitalize on that success of the video arcade, Williams turned to its 
veteran pinball designer Barry Oursler to transfer the game's success to its 
struggling pinball division with a Joust pinball machine. 


When looking solely at the specs of Joust pinball, it seems comparable to oth- 
er games at the time: four flippers, multiple sets of drop targets, and spinners. 
But at first glance you would hardly recognize it as a pinball machine. Gone 
was the sloped incline of the cabinet and the traditional artwork-emblazoned 
backbox. Instead of one large forward-facing playfield, Joust introduced two 
smaller playfields that met in the middle, facing each other. Absent was the 
standard pinball plunger, and instead of one set of buttons, there were two — 
one on each end. It was obvious that this game was different, but what made 
it a Joust game? 


The new cabinet design did feature the recognizable Python Anghelo artwork 
from the Joust arcade game, along with many of the same sound effects. But 
the gameplay was distinctly different. The intent of the original Joust was to 
create a sense of cooperation, but oftentimes two friends would coin-up in 
competition instead, charging headfirst at each other rather than destroying 
bad guys. Last player standing was the name of the game, and so it was with 
this new, unusual pinball experiment. Instead of just a high-score contest, 
it was a head-to-head battle to the end to see who could avoid sabotaging 
themselves and survive the longest, all while juggling three balls and the 
taunts of opponents. 


Innovative features abounded. Only the player who knocked down all their drop 
targets first could score points for a certain period, and this required precision. 
Accidentally shoot your opponent's spinner and uh-oh, you just gave them 
your points! When asked about his favorite feature of the game, Oursler stated, 
“Probably the ‘kill shot’. That's when you shoot the ball across to the other play- 
er's side and it goes right between the flippers. [They] would lose a life.” 


Sounds like a blast to play, right? Well, it is — but as you might suspect, only 
with two players. In single-player mode, one person controls all four flippers, 
and the gameplay can become unwieldy and confusing. The true appeal of 
the game was definitely the competitive aspect. Without that, it just wasn’t 
as much fun. Despite the flawless execution of the game's two-player design, 
it wasn’t very successful, and only 402 units were produced according to the 
Internet Pinball Machine Database (ipdb.org). 


Because not many games were produced, and because the videogame was 
so memorable, the Joust pinball machine is a hot commodity among collec- 
tors. Owning one will cost you a pretty penny, but playing one is still an option. 
Joust Pinball has been shared at numerous expos and conventions around the 
country thanks to the generosity of show runners and collectors. So, be on the 
lookout for this rare gem. Just make sure you have a friend on hand when you 
flap your way to victory! Ff 


Preston Burt co-hosts the Gameroom Junkies podcast, founded the Atlanta Pinball League, and is an 
organizer for the Southern-Fried Gameroom Expo in Atlanta. Follow him on Twitter @nocashvalue80 
or drop him a line at nocashvalue80@gmail.com. 
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It sounds straightforward, but homebrew gaming 
just keeps getting better and better. That said, it is 
far from simple. It's amazing how complex home- 
brew games have become, with many of them far 
surpassing their predecessors. Take into account 
that most are done by hobbyists in their spare 
time and it boggles the mind that a large number 
of them outperform those created by the profes- 
sionals. Every time | think that a given platform 
has reached its absolute limit, something new and 
refreshing springs up as a pleasant surprise. Even 
the mighty and resourceful David Crane would be 
impressed watching the likes of Sunset Drive and 
others in action on the Atari VCS. Who knew such 
technical feats could be achieved? 


Speaking of pushing envelopes, Ms. Pac-Man for 
the Intellivision is really something special. Not 
only does it contain similar mazes to the original 
four from the famous coin-op, but an additional 
20 mazes! Plus, you can play with two additional 
characters, each with their own unique traits. Want 
a faster game? Be sure to try the high speed op- 
tion! If you like Bomberman, be sure to check out 
Robee Blaster for the ColecoVision. This clone of 
Hudson's popular franchise will include both an 
explosive “story mode” as well as a “battle mode” 
that cleverly addresses Coleco's console, which 
was designed with only two controller ports. As a 
result, you'll have a blast competing against your 
peers — bringing four-player multiplayer gaming to 
the ColecoVision for the first time ever! 


In today's fast-paced communication age, there 
aren't many secrets or stones left unturned. That's 
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why it's exciting to hear of a discovery such as 
Shadowhawk for the Super Nintendo. Rose Colored 
Gaming has obtained a prototype copy of the un- 
announced game based on Image Comic's vigilante 
anti-hero created by Jim Valentino, and is planning 
a physical cartridge release later this year. 


Want to play a game that has antiquated audio 
with much improved, but still out of date, audio? 
The Mojon Twins are porting their ZX Spectrum 
game Jet Paco for the NES, complete with a new 
chiptune soundtrack! In the game, you'll fly Paco 
Rebollez with his state-of-the-art jetpack through 
an abandoned space ship while gathering energo- 
nia crystals. It might not sound great, but at least 
it sounds fun! 


The story concerning the title Sunset Overdrive is a 
long and interesting one. In the late nineties, Greg 
Zumwalt of SnailSoft Software designed code to 
make “Image Carts” for the VCS that showed a 
color image with a resolution of 32x24 pixels. In 
2002, the color palette was improved as well as the 
resolution to 48x64 pixels, and as a result “Photo 
Carts” were manufactured for approximately six 
years. Others improved upon Greg's code and cre- 
ated multi-bank versions that created animated 
GIFs. With more knowledge, new hardware and 
tinkering, the Atari 2600's color palette was once 
again stretched to an amazing 460 colors. This was 
all very impressive, but the new process required 
special chips such as the SuperCart or Tiger Vi- 
sion, which were cost prohibitive, and were nothing 
more than a fancy tech demo lacking any interac- 
tive properties. 


Starting fresh, the new objective was to develop a 
high-resolution multicolor display that is interac- 
tive and fits within the confines of an 8k chip. At 
first minimal progress was realized in a demo titled 
Luna. It consisted of a vertical scrolling black and 
white sprite with an additional single sprite that 
could only move horizontally — hardly thrilling. 
The code was improved to create a 96x140 display, 
but with no space to do anything more. Later a 4k 
demo was produced and then ultimately an 8k ver- 
sion. The latter showcased a 96x70 high-resolution 
64-color image, with some space remaining to add 
more code. Others in the homebrew community 
shared their work of fractalized pixel motion and 
Greg was then able to produce a 160x160 screen. 


A demo titled 8K Lap was created that was in es- 
sence a hybrid of the evolved image coding and 
basic game code. In cooperation with Charles 
Gray and myself, it was further developed into a 
full-fledged interactive game and renamed Sunset 
Overdrive. The final result of several compromis- 
es is a fully playable driving game that displays 
a 64-color 96x96 scrolling bitmap that uses just 
about every VCS trick in the book — from bank 
indexing to interlacing and even flicker display to 
achieve the first game of its kind on the Atari 2600 
console — amazing! ia 


Historian Michael Thomasson teaches college-level 
videogame history and design courses, contributes on 
a regular basis to gaming books and periodicals, pub- 
lishes games for dozens of consoles, worked on MTV's 
Video Mods, and operates the popular gamer destina- 
tion GoodDealGames.com. 


| Did You Know? The Fairchild Channel F was the first home programmable videogame system. 
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THE FURST RULE OF CARTRITGE (LUG IS... 


Cartridge Club is a monthly videogame 
club where members all play the same 
game and discuss it on the forums. At the 
end of the month, we record a podcast 
with a rotating cast of guests all drawn 
from the Club members. 


Join us today and get in on the fun! 
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SCHWAG 


Ryu Costume 


MANUFACTURER: Capcom 
URL: cosplayshopper.com 


MSRP: $48.45 


Why just play as your favorite 
Street Fighter character when you 
can be them! While this costume 
won't give you the power to throw 


fireballs at anyone who looks at > 
MANUFACTURER: Jazwares you funny, it's still a solid way to Sa 
URL: toywiz.com emulate the look of one of gam- 
MSRP: $139.99 ing’s most iconic characters. > 


Can't get enough ninjas in your life? Neither can we! That's why we had to jump on the oppor- 
tunity to nab this sweet collection of figures displaying everyone's favorite masked badasses S 


from Mortal Kombat. 


Darkstalkers T-Shirt 3-Pack 


MANUFACTURER: Capcom 
URL: shop.capcom.com 
MSRP: $29.99 


Unleash the beast within and show your Darkstalkers fandom 
with these terrifying tees! Modeled after classic horror films, 
this 3-pack showcases series favorites Morrigan, Demitri, and 
Jon Talbain. 


MANUFACTURER: Udon Entertainment 
URL: barnesandnoble.com 
MSRP: $25.15 (hardcover) 


Think you know everything about every Street Fighter character? Think again! While UDON 
Entertainment's original softcover is out of print, the hardcover version is available now with 
additional art to make it worth the extra dough. 


Fighting Commander 4 


MANUFACTURER: Hori 
URL: play-asia.com 
MSRP: $49.99 


As the first gamepad designed with the PlayStation 4 
in mind, the Hori Fighting Commander 4's six-button 
layout and switchable D-pad will be exactly what you 
need for games like Guilty Gear Xrd and the upcoming 
Street Fighter V. It also works on PS3 and PC for maxi- 
mum compatibility. 
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SCHWAG 


MANUFACTURER: Bandai 
URL: estarland.com 
MSRP: $44.95 


Snatch up this figure faster than you can yell, “BUSTAH 
WOLF!” Terry Bogard is one of SNK’'s premier heroes, starring 
in the Fatal Fury and King of Fighters series. Now you can own 
the “Legendary Hungry Wolf” with this superbly made D-Arts 
poseable figure. 


MANUFACTURER: Glitch Gaming Apparel 
URL: glitchgear.com 
MSRP: $17.15 


Show your love for your favorite fighting game and beer with [ MANUFACTURER: Toynami 
this clever shirt. Modeled after the Heineken label, fellow _ URL: amazon.com 
gamers will appreciate the references strewn throughout. : MSRP: $18.95 


What if Hello Kitty crossed into the world of Street Fighter? Capcom and Sanrio have teamed up to 
create this unique take on the typical Hello Kitty plush. Sporting Chun-Li's clothes, right down to the 
hair buns, this adorable collectible is perfect for both fighting-game fans and admirers of all things 
cute. Just don’t expect a Spinning Bird Kick with those stubby legs. 


$4 A 8 THE ULTIMATE BATTLE OF THE GAMING ICONS BA Q | 
The MUSHROOM KINGDOM Presents 


_ | SUPER SM. SMASH! BROS. | | 


ee 


a LiNK o) ‘MARIO! 


> “THE MUSTACHIOED EMC 


Sol Badguy Figure 


MANUFACTURER: AmiAmi 


Super Smash Bros. Link vs. Mario Print 


i 
all 


: hij FRON CITY ARENA SENOV? ] 
a os MANUFACTURER: NukaColaFan CASE raed 
URL: etsy.com IKACHU “ADMISSION. Bie 
No Guilty Gear fan can deny how cool Sol MSRP: $11.99 sock nove” & 50 RUPEES 7 


FAMILY OF HYRULE => 


It's the matchup of a lifetime, and now you can own a piece of history! Capturing the ™ ee an 
vibe of an epic prize fight, let everyone know that the Thrilla in Manila was nothing 


Badguy is, especially when he’s show- 
ing off his badass self on your desk. This 
gruff and terrifying fighter is displayed in 
gorgeous detail, right down to the hair, compared to the clash of these gaming icons. 

clothes, and even his “FREE” belt buckle. www.readretro.com 
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RETRO HIGH 


5 Fighting 50sses 
Hated For Being loo 
Good at |neir Job 


The best bosses are often hated by their employees and their opponents. And in a fighting game 
you're both. You've paid for them to punch you in the face, and worked for hours just to be promoted 
for the privilege. Fighting-game bosses often have rich backstories woven into every plot strand of the 
game, which is a shame, because they're usually reduced to “that child of a female dog” and criticized 
for being cheap. Which is weird, because you just spent 60 dollars and several hours of your life to 
meet them. 


Like traffic wardens and tax accountants, these bosses are cursed only for doing their job too well. The 
job, of course, is embodying their world’s rules to make you pay. 


— a 


iWILE 


Bison delivers more death 
from above than that F-16. | 


01 / M. BISON (STREET FIGHTER I!) 


Street Fighter II was the New Testament of fighting games: revolutionizing the lives of millions, 
mainly by ignoring the most murderous flaws of the original. And its Satan was M. Bison. But when 
he fell from heaven, he landed on your head with metal boots then backflipped to psycho-punch 
you in the face. 


hit high and low in a single special move, and use charged moves without charging. He 
couldn't have cheated harder if he’d brought a gun. His plot motivated many of his op- 
ponents by murdering their friends or family, and after 20 minutes of being stomped 
into the dirt by a man with warp drives in his boots you felt the same level of hatred. 


But he had to cheat. If Capcom had invented true Al capable of defeating humans, 

they'd have sold it to the military to do it for real. Street Fighter I] was a revolution in 
skill-based gaming, and Bison's special moves were perfectly structured so that his 
simple mind could not only provide us with a challenge, but make us hate him enough 
to enjoy overcoming it. 


www.readretro.com 
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not this time. 


5 are better 
jeez, maybe 


02 / EYEDOL (KILLER INSTINCT) 


In a clash of the world’s greatest unarmed mar- 
tial artists, the boss was a big guy with a stick. 
Eyedol defeats Ultratech’s cyborgs and genet- 
ic experiments with the first tool ever invented. 
And Eyedol's lethal lack of originality perfectly 
embodied Killer Instinct's character design. Ra- 
re's revolutionary graphics took so long to render 
they couldn't wait until they had an idea worth the 
bother. Robot guy! Wolf guy! Fire guy! Ice guy! 


The graphics were good advertising, but Killer 
Instinct's real appeal was special moves which 
could deliver multi-hit combos. Which means 
they weren't combos. They were special movies 
with painfully extended animations. Those weren't 
combat mechanics, they were quicktime events, 
and Eyedol embodied them perfectly with a cheap 
infinite-hit combo. He could knock you into the air 
and then just keep you there like a bored juggler. 
Because of damage scaling (later hits in a combo 
do less damage) you entered an agonizing Zeno's 
Combo, an endless iteration of ever-reducing dam- 
age you could neither escape nor enjoy. Which 
made Eyedol a beautifully rendered cheap and 
boring idea. The perfect boss for the ultra combos 
of Killer Instinct. 


BOSSES 


# OMEGA (DEAD OR ALIVE 3) Re SSSR 


Omega upgrades the standard boss cheat 
of “having a weapon” to “having a dou- 
ble-ended energy sword with extend- 
ed-reach high-priority attacks.” It really 
was like trying to punch someone holding ; 

% : That wasn't a ground 
a lightsaber: It would go right through your fieeas, SubZero pissed 
attack and end you. He also emits lightning imagel vethara lae Say 
bolts and can't be thrown. Come on, Dead that coming. dire PY le ee 
or Alive, even Emperor Palpatine could be 
defeated by throws. If you're going to make 


us fight the Sith at least be consistent. 4 SHAO KAHN (MORTAL KOMBAT SERIES) 


Shao Kahn is the final boss, announcer, Konquerer, and 
klearly the koolest speller of Mortal Kombat. The Emper- 
: . , or of Outworld is also infamous in Indoorworld (where 
dard side-on 2D view — the one you've ; : 

‘. 5 we play his games) for the most frustrating moves of 
been training on for hours to get this : ‘ : 
f . Pacer ce rd all time. He shoulder-charges like a bulldozer being 
LN UN ee dropped on you, and taunts you like he’s the bad guy 


Vetee thc i uarer Met ovetniaing ine from a ‘90s movie instead of a videogame, but worst of 
camera to stare at your character's ass. It : 
all is the Wrath Hammer. 


makes your controls a confusing mess, but 
makes Omega the perfect boss for Dead or 
Alive. He understands his game and uses 
its advertising strategy as a fighting style: 
Distract people who've been alone in their 
room too long with close-ups of rendered 


—— 


Worse than all that was how he changed 
the camera angle. Instead of the stan- 


A hammer blow stuns you, setting you up for a free hit 
while you burn out your joystick trying to wiggle free. 
It was an agonizing frustration as you stood helplessly 
waiting to be put out of your misery while he taunted 
your imminent doom. Which is what made him perfect, 
because that feeling is the entire point of the game! Ev- 
ery Kombatant's raison d’étre (and then raison pour ne 
pas étre) is fatalities, your opponent swaying helplessly 
while you mock them with unavoidable and impressive- 
b ly impossible death. Shao Kahn turned his game's gim- 

9 mick into a combat mechanic and used both to kill you. 


Is that a lethal energy 
sword or are you just buttocks. He would have spun it around so 


happy to see me? that you spent the whole fight staring at 
bouncing spheres, but they saved that idea @ 
for Dead or Alive Xtreme Beach Volleyball. e 


BONUS 7 MIZUCHI (NEO 
GEO BATTLE COLISEUM) 
Mizuchi unleashes more 
energy projectiles than the 
big bang. He fills the screen 
with gigantic fireballs and 
lightning bolts capable of 
countering everything up 
to and including the exis- 
tence of dinosaurs. Even 
, when you block he inflicts 
SO impossible for ; more fatal chip damage 
© a have an upset k if, , cidered Am pangerows than fried potatoes and 
stomach a} be : : 
heart disease put togeth- 
er. He's one of the cheapest SNK bosses ever made, 
and that’s a tautological combo. 


It's al 
him t 


It’s appallingly unfair until you realize: He's built 
to punish mistakes. Against other opponents a 
~S ; whiffed hit or lazy jump might be missed, but 

Seth's extended arsenal is designed to annihi- 


Worst of all is how you win. Mizuchi beats you down 
like a whack-a-mole until he decides he can’t be both- 
4 SETH (STREET FIGHTER IV) late every error. You can’t get lucky. You can't ered to play any more, suddenly going soft to let you 
get away with something. If you want to win annihilate him. He embodies the worst truth about vid- 
you'll have to weed out your own weaknesses, eogame bosses: We know we only win because they 
training to defeat your hated foe, just like every let us. The computer knows our moves as soon as we 
fictional martial artist hero before you. make them, and could easily be programmed to count- 
er them all. The real trick is making us feel like we had 
a chance. Mizuchi makes us meatbags understand we 
only exist because he allows it, which might be great 


At first Seth seems to be the cheapest boss ever 
built, recycled from other fighters’ best moves 
without any of their flaws. Seth shoryukens, 
stretches, sonic booms and spinning piledriv- 
ers you to pieces, all without windup and after 
more teleports than the Starship Enterprise. 
Worse, his ultras don’t just extend across the 
screen, they make you sit and watch while they 
slam you straight into it. 


He's a smug stranger appearing out of nowhere 
to annihilate you for the least imperfection. 
And since that’s what you'll face in online and 
tournament play, the real point of the game, 
he's the perfect boss to train single players. 


training for humanity's future, but isn’t much fun. 7m 
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Japan is ions for its rm and ae e i is in constant flux. A 
song, game, movie, dmanime series can hit number one this month, but be 
forgotten by the next. However, every so often something comes along that 
just becomes a phenomenon, something that permeates popular culture and 
won't let go. Right now that something is Yo-kai Watch (R'E HY F) and if 
you haven't heard of this multimedia franchise before, don't worry, you will. It 
will be leaving the confines of Japan any day now and like Mario, Hello Kitty, 
and Iron Chef before it, there is a strong chance that Yo-kai Watch will be the 
next big thing all over the world. 


Yo-kai Watch started as a Nintendo 3DS game from the company Level 5. You 
probably know this name from the Professor Layton series which itself was a 
smaller-scale fad a few years ago. The game combines three very popular 
Japanese entertainment concepts: monster capturing, RPGs, and traditional 
ghost stories. 


You start the game as a boy named Keita (or optionally a female protagonist) 
who comes across a magical toy capsule vending machine at the foot of a sa- 
cred tree. Instead of a toy, the capsule he buys contains a Yo-kai named Whis- 
per. Yo-kai are a type of ghost or supernatural being. Yo-kai have been found in 
Japanese folklore for more than a thousand years and have remained popular 


eS www.readretro.com 


7} 
5 g x. a 
to this day through storybook8, songs, toys, anime series like GeGeGe No Kita- 
ro, and just the simple*fact that kids love ghosts and monsters. Whisper gives 
Keita the namesake “Yokai Watch” (timepiece) which he can use to see the 


otherwise invisible Yokai spirits that are harassing people around town. 


Like any truly popular multimedia series aimed at Japanese kids, you need a 
cute mascot character that you can stieggn products. For Yo-kai Watch that 
character is Jibanyan, a cat-shaped Yo- Bi you get early in the game. Think of 
him as the new Pikachu. Like th@monsterg#yow collect in Pokémon, you will try 
to recruit Yo-kai to fight for you. You can fifid Pon hidden around town or by 
besting them in battle with your already-captured Yo-kai. A defeated Yo-kai 
will give you a medal that you can use to summon them later. 2 

: @ 
The original gan® was relea@ed i in 2013 ang sold oye mi copies, which 
is very rare for the fifSt game ina ss, It open the door to even more suc- 
cessful sequels that were the best-selling Zames of 2014 All thf alone Would 
be enough for any segies to make ifS mark; bui like the Yo-kai es this 
franchise 98 constantly evolving and getting more powerful. Its life outside fhe 
games is what makes it impossible to go into ahy élementary school, mall, 
convenience store, or supermarket without seeing thetgrinning face of Jiban- 


> 


yan looking back: ” - 

. oan . 4 
Soon after the first. game, the ani é vand ee ic book series Re released. 
These pleased the fans and also in posted mG tch to fhany nongamers. 
Its theme song became a radio * and one ghter can 'f' stop singing 
since she was taught it at preschool. The ake al Yo-kai Watch movie be- 
came one of the highest-grossing animated movies in Japanese history. 


And of course there are toys. You can't go to a park now mihout seeing a 
group of kids wearing their official Yo-kai Watches and trading the medals that 
fit into them. At the arcades kids are willing to line up for an hour or more to 
scan those medals into arcade machines so they can fight even more ghosts. 
| say “kids” but there are always a few salarymen and housewives in the lines 
who have have also fallen victim to Yo-kai fever. This mania extends to every 
conceivable piece of merchandise. From school supplies to cell-phone cases, 
stuffed animals and custom car paint jobs. Yo-kai Watch is everywhere. Think 
Frozen and multiply it by Spongebob. 


What does this mean for you? Right now there are several companies working 
to bring Yo-kai Watch to other countries. Japanese ghosts are coming to where 
you live, but there is no need to fear — they only want your money. , 


eins ’y Kevin Tambornino 


A popular part of most retro events are the arcade cabs, usually set to free play. 


As | write, it's a chilly two degrees centigrade outside in London, but the ret- 
ro-gaming scene here in the U.K. is just warming up. In the last few years Febru- 
ary has marked the start of the retro-gaming show and expo season, and 2015 is 
noldifferent. First off we have GEEK (which stands for Game ExpolEast Kent) on 
February 21 and 22, in the southeast of England. On May 2 and 3 the focus shifts 
to the northwest and Play Blackpool with its larger cousin, the Play Expo, shortly 
to be confirmed again for Manchester in October. Scattered in between these 
large marquee shows are a multitude of smaller events dotted around the U.K. 
with the venues ranging from bar backrooms to sports halls and even cinemas. 


Retro-gaming shows have proven very, popular in the U.K. over the last 10 years, 
stemming mainly from the Classic Gaming Expo in south London, July 2004. 
Although the recent bigger shows have taken a more commercial aspect, many 
of the smaller events are still nonprofit with any money made going to chari- 
ty. But whether big or small, they generally follow a well-worn format: consoles 
and computers laid out with either multicarts or boxes of games, classic arcade 
machines and pinball tables (all set to free play), talks with well-known industry 
veterans, and copious,sellers all touting their retro-gaming-related wares. 


And of course for those of you more interested in modern gaming, there are plen- 
ty of latest-gen,expos such as Rezzed (London 12-14 March) and the Eurogamer 
Expo (Birmingham 24-27 September) to satisfy. you. If you're ever in the U.K, 
there's usually something gaming-related going on! 


But the hot retro item here at the moment is books, with several great reads com- 
ing.out in the last few months. With most of them being created via Kickstart- 
er, these remain a niche product, but are still incredibly popular within the retro 
community. The History of Ocean Software, from Fusion Retro Books, got things 
going last year (Ocean was the biggest software house over here during the 


1980s) and lately we've seen The Story of the ZX Spectrum in Pixels, also by Fusion, 
and Sam Dyer's wonderful tome Commodore 64: A Visual Compendium. Both the 
latter two books are a loving and glossy look at each computer's best games and 

would look great on any retro gamer’s coffee table. 


“What about the games?” | hear you clamor. Well, many will recall the classic 
space-trading game Elite. Released at the end of 2014 was Elite: Dangerous, ac- 
tually the fourth game in the series but the first to embrace massive multiplayer 
gaming. After years of trying to secure publisher interest, creator David Braben 
launched a successful Kickstarter campaign in 2012 and the epic space adven- 
ture has secured rave reviews since release, giving fans a chance to experience a 
completely open space to fight, trade, and explore. On a more mainstream note, 
British developer Codemasters has recently revived the top-down toy racer with 
Toybox Turbos, which evokes its famous Micro Machines franchise of yesteryear. 


| leave you with two further bits of news that have caused ripples in the U.K. ret- 
ro-gaming world over the last few months. Firstly, a company aptly named Retro 
Computers has announced that it is releasing a new model of the ZX Spectrum 
called the Vega — and apparently with the backing of the computer's original cre- 
ator, Sir Clive Sinclair. The Vega mimicsithe design of the Commodore 64's great 
U.K. rival but is actually a handheld console that will come preloaded with 1000 
games from the ‘80s and plugs directly into your television. Whether the console 
is a success or not remains to be seen, but with its Indiegogo funding campaign 
already at 150%, the signs are good. 


Finally, it’s the 20th anniversary of the release of Sony’s PlayStation console this 
year, and the Official PlayStation Magazine in the U.K. celebrated by naming its 
top PlayStation icons, as voted for by readers. The winner was a surprising en- 
try and one that has been absent from the console since 2008. Beating off stiff 
competition from the likes of Uncharted's Nathan Drake, God of War's Kratos and 
Lara Croft was that loveable and crazy marsupial Crash Bandicoot. Let's hope this 
result gives Sony an incentive to resurrect the popular character. 


Until next time, play well retro fans! 4 
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There's no question that Shovel Knight is one of 2014's best games, a retro 
tour de force of platforming action. It's challenging, but it’s a great time all 
around, and fans are sure to, ahem, dig it as they play on the Wii U and 3DS, 
as well as Steam. 


However, in 2015, the Shovel doth return, as the game has been announced 
for both the PlayStation and Xbox One platforms, complete with new con- 
tent — including God of War's Kratos and The Battletoads! | recently sat 
down with Yacht Club Games programmer David D'Angelo to get an idea of 
what to expect from these new versions, as well as everything Shovel-tastic. 


RETRO: First off, took the industry by storm, garnering numerous Game 
of the Year nominations and even wins. Must feel good. 


David D'Angelo: We are incredibly honored and humbled by the thought 
that a NES-like game delivered 30 years after the console’s release is be- 
loved by so many people. We couldn't be more grateful to our friends and 
fans who were with us every step of the way, encouraging us to follow our 
vision. 


RETRO: It's also amassed a pretty good audience across Nintendo plat- 
forms and Steam/PC. Were you guys surprised by the sales overall? 


DD: Definitely! At the beginning, our goal and wildest dreams were to sell 
150,000 copies lifetime, and we've already passed 300,000! It's hard to 
even imagine that many people playing Shovel Knight! 


RETRO: I know the game is coming to PlayStation, but what took so long 
to bring to newer platforms? 


DD: It's mostly a result of us being such a tiny team! With half a dozen peo- 
ple, we can only do so much. Committing to 3DS, Wii U, Mac, Windows, and 
Linux was already stretching us very thin. On top of that, post-release we 
started the DLC, and continued the process for getting the game out in Eu- 
rope, Australia, New Zealand, and elsewhere. We wanted to get the game on 
every platform on the planet, but we simply didn’t have the bandwidth. We 
didn't want to bring the game to a platform without doing our best to make 
sure the game felt special there. A simple port doesn't do justice to the fans 
in our opinion — we wanted the game to have unique features that made it 
feel like something created from the ground up for PlayStation players! 
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RETRO: | noticed that Sony's Kratos, from , made an appearance. Can you 
tell us more about his involvement just yet, or is it a surprise? 


DD: Kratos will be showing up as a wandering boss encounter similar to the 
Hammer Bros. in Super Mario Bros. 3. Beyond that, | can’t say much! You'll 
have to play to see. It's going to be really fun! 


RETRO: Any word on Cross-Buy support for Shovel Knight on PS4/PS3/ 
Vita? 
We will have cross-buy support! 


RETRO: In addition to PlayStation 4, Shovel Knight is also due for Xbox 
One. How's it feel to see the game come to the Xbox One platform? 


DD: Bringing the game to new fans is always an exciting experience. We're 
so happy to finally bring the game to all the major consoles. 


RETRO: There's also the addition of a classic component in the Xbox One 
version, the Battletoads. Can you tell us what role they'll be playing in the 
game, and if they'll be playable? 


DD: Their inclusion is pretty wild and fun, but | don’t want to spoil it! Unfor- 
tunately he won't be playable. But hey if everyone loves it, maybe one day! 


RETRO: How psyched was your team to include the Battletoads in ? 


DD: Unbelievably psyched! It's such a huge honor to bring Battletoads into 
the Shovel Knight universe after they've been absent from gaming for so long. 
To be part of such an extraordinary history is amazing and crazy! 


RETRO: Finally, now that 's a success, are you contemplating a sequel, or 
taking it one step at a time? 


DD: One step at a time! Well, even that's a little too much for us. We're more 
like one blink at a time, ha! We would love to make sequels in the future, but 
at the current time we're focused on our updates and getting Shovel Knight 
out to as many people as possible! 4 


Shovel Knight is available now for Wii U, 3DS, and Steam, and is coming to 
PlayStation 4, PlayStation 3, PS Vita, and Xbox One in 2015. 
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KARATE SHEME VS. YIE AR KUNG- ae 


© KARATE | 
CHAMP 


From the ashes of an industry crash rose two games that would inspire 
an entire genre. Karate Champ and Yie ArKung-Fu are the true grandpar- 


a 


» )KUNG-FU- ee, 


But which one of these two early head-to-head fighters had the greater 
influence on the games that followed? Let's break it down. Ready? Fight! 


ents of fighting-game franchises like Street Fighter, Mortal Kombat, Killer 
Instinct, and Virtua Fighter that would dominate the 1990s and beyond. 


DATA EAST, 1984 


It is easy to believe that Karate Champ would have been 
mostly ignored by the arcade gamers of 1984 if not - 


| North America. You play as one of two traditional karate 
fighters, decked out in gis of primary colors and the hair 
cuts of a 1950s politicians One fought the other while an old grumpy 
guy, assumed to be a karate master, looked. on. ° 


On the plus side, Karate Champ created a reasonably realistic one-on- 
one karate experience within the confines of current technology, which 
was a refreshing change in an arcade scene that had just come from be- 
ing overrun with cartoon characters and horrible, force-fed LaserDisc 
games. The controls were easy to learn but challenging to master, and 
watching a two-player match between experts was a true thrill. 


The main downside to Karate Champ exists in the basic nature of it. 
While it’s certainly fun, there is little that truly advances in the game 
besides the backgrounds and the difficulty level, the latter of which is 


i pointless in a two-player head-to-head match. 


B= Alt KUNG “iu 


While arguably not the most remembered title in this pair of classics, nor the 
first in the genre, it is hard to argue that the legacy and influence of Yi Ar Kung-Fu 
isn't the greater of the two. Between the colorful variety of characters, over-the- 
topspecial moves, and the now-familiar KO energy meter, Yie Ar Kung-Fu obvi- 
ously had a heavy influence on the fledgling 1987 release of Street Fighter, a game 
that later gave birth to 6,398,290 sequels (without increasing the sequel count 
tolfive) and spawned along, long, long list of other fighting games. 


It was a close fight that Karate Champ should be very proud of, but the winner 
goes 'to Konami's colorful classic on this day in the dojo. Major props to Tea Boy. 


KAR GRE RRA 


KONAMI, 1985 


Among the games fueling Konami's mid-’80s rise was 
this colorful one-on-one fighting game, literally translat- 
ing to mean “One Two Kung-Fu.” (The term “buckle my 
shoe” was never officially part of the game title, possibly 
to help save space on the title screen.) 


You are Oolong, a martial-arts master who has a major chip on his shoul- 
der, possibly because being named after a tea can do that. Your mission is 
to fight through a series of increasingly larger-than-life characters, many of 
them armed and more than willing to beat up Tea Boy, who. was forced to 
fight barehanded. 


Far more cartoonish and, at times, frustrating than Karate Champ, the loos- 
ened-up Yie Ar Kung-Fu was less astraightlaced tournament and more close- 
ly resembled an over-the-top classic kung-fu movie, with characters who 
looked right out of a professional wrestling program. 


This brought with ita lot more variety than its predecessor. Once you beat 
the nunchaku master (named Nuncha), for example, you would next have to 
deal with a fighter with a Bo (named Pole, rather than Bo, in what seems like 
a missed opportunity). In Karate Champ, your win over “Red Guy” would:next 
be met with another fight with:.."Red Guy.” Also, the inclusion of an energy 
meter with “KO” in the middle marked the first major inclusion of.a staple still 
used by fighting games today. 


Where Yie Ar Kung-Fu suffered against Karate Champ, however, was in the 
lack of a two-player one-on-one mode. Two-player games were alternat- 
ing instead of being head-to-head, only allowing gamers to play as Tea 
Boy against a variety of characters rather than allowing them to truly face 
off with honor. #H 


Patrick Scott Patterson is a 33-year veteran of the videogame 
world who thought he was good at Street Fighter II until he got 
' his butt whipped at the old Tilt arcade at the Dallas West End. 


www.readretro.com G7) 


thie. 


3 


_ 


18 www.readretro.com 


emcees 
Back in the day, there was much more to the ar- 
cade experience than just playing a particular 
game. There was the ability to challenge both 
friends and foes for personal bragging rights, the 
opportunity to make your mark by earning a high 
score, and the very real risk vs. reward element as 
you pumped your hard-earned quarters into both 
familiar and fresh machines. 


FREEPLAY. 


One aspect of arcades that really stands out was 
the thrill of the hunt. Finding a brand-new or elu- 
sive machine was just as (and sometimes more) 


exciting than actually playing it, so when you 
caught word of a new machine coming to town, 
the anticipation sometimes even outweighed the 
experience. 


As fighting games found an established audience 
in arcades during the mid-1990s, the unexpected 
Primal Rage earned its fair share of quarters. Its 
Mortal Kombat-esque approach to blood and gore 
granted it some significant time in the spotlight, so 
when its seemingly inevitable sequel got canned, it 
left potential players out in the cold. 


Now, fans of prehistoric pummeling can finally 
fulfill their sequel fantasies as Chicago's Galloping 
Ghost Arcade has sunk its teeth into the oft-for- 
gotten sequel. | recently had the chance to catch 
up with owner Doc Mack to discuss how the game 
landed at his venue, why it was never mass pro- 
duced, and what patrons can expect once they get 
the chance to play the highly coveted game. 


RETRO: Let's start with the obvious question: How 
did you get your hands on Primal Rage II? 


Doc Mack: It was one of those games | thought we'd 
never see, but was always hoping for. After Bill Me- [im 


noutis (Tom Brady in the Mortal Kombat (2011) scene 
who was a friend of our Team Galloping Ghost Ar- 
cade players) had visited us a couple of times, he told 
me he had a Primal Rage || PCB. He said he was a huge 
fan of our arcade and what we were doing and if he 
ever decided to sell his board we would get first shot 
at it. Honestly, | was skeptical. First, that he actually 
had it and then, if he did, that he would be willing to 
sell it. 


Months and months went by and then | got a mes- 
sage from him asking that | give him a call. From there 
we worked out a deal and it was on its way to our ar- 
cade. We received the board and got it into a cabinet 
and made the announcement that Primal Rage II, that 
game that disappeared for 18 years, was now here at 
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the Galloping Ghost. Bill really liked the thought of 
it being somewhere that everyone would be able to 
play it, and we are very thankful to him for wanting 
his fellow gamers to get a chance to play such a great 
and historically significant game. 


RETRO: We know that test cabinets for Primal 
Rage II were released at some point, but why do 
you suspect the game was never mass produced? 


DM: Several things led to it not being released. 
Somehow, potential players were upset because 
they were under the impression that dinosaurs 
were not going to be in the game. | assume this was 
enough to turn off fans and create a negative buzz. 
There were so many other amazing fighting games 
out then too that it would be competing against. In 
1996 Atari was working on four games; Freeze, Beavis 
& Butthead, Vicious Circle, and Primal Rage I. Midway 
bought Atari and shortly after that, Atari's doors 
were closed, ending all hopes of those games being 
completed and released. 


RETRO: What can you tell us about the setting 
and environments of Primal Rage II? Does it still 
take place on “Urth"? 


DM: It is still on Urth. The levels are well designed 
and fit the new “avatar” characters very well. 


RETRO: How deep is the roster and who 
are the characters? Do the original seven 
combatants return? 


DM: All seven dinosaurs return in Primal Rage II, as 
well as newcomer Slash Fang. Each character has 
a human avatar counterpart to its dinosaur form. 
When you start the game, you select the avatar 
form, and use your special move meter to transform 
into the dinosaur form and do special combo attacks. 
There are also two hidden ways to play. First, you can 
play it reversed where you are the dinosaur and the 
special combo transforms you into the avatar. The 
other playstyle is a meta form were you can switch 
between dinosaur and avatar mid-combo! This really 
added a lot of depth to the combo system and made 
for some interesting mechanics. 


RETRO: Who would you say is the fan-favorite 
character? 


DM: Keena has been well received, but the cast is 
pretty diverse and I've seen a lot of people trying all 
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of the characters. A lot of people liked the new Slash 
Fang character a lot, too. Often when they find out 
which avatar goes with which dinosaur the players 
tend to go back to who they really liked in the original 
Primal Rage. 


RETRO: Like Mortal Kombat before it, Primal 
Rage featured some nasty finishers. Is this still 
the case? 


DM: When we first got the game, Pete Hahn, Fill 
“Pops” Diaz, and Steve “16-Bit” Brownback (all 
members of Team GGA) spent a good amount of 
time finding all the finishing moves. Some seemed 
incomplete, but most were there in gory Primal 
Rage glory! 


RETRO: Humans worshipping the combatants 
were used both as weapons and health boosts in 
the original. Does that mechanic return? 


DM: That pretty much carried over. The worshippers 
can still be eaten to replenish your super meter. 


RETRO: What is it about the Primal Rage se- 
ries that you think arcade gaming fans enjoy/ap- 
preciate the most? 


DM: Definitely the dinosaurs. The stop-motion ani- 
mation the game used gave it an amazing and unique 
look that really made it stand out. 


RETRO: The original versions of Primal Rage imple- 
mented a non-traditional control scheme that saw 
players holding down attack buttons before using 
the joystick to specify a move. Did this make the 
leap to Primal Rage II? 


DM: It's still in there but they also allow the play- 
style to be more of a traditional Street Fighter 
method as well. It was really a good design choice 
to broaden the controls. It would have allowed 
more people to get into the game while remaining 
true to how the original game played. 


RETRO: Stop-motion animation contributed to 
the unique look (and feel) of Primal Rage. Does 
PR2 feature the same visual aesthetics or go a 
totally different route? 


DM: All the original animations were reused and 
then expanded upon. The dinosaur forms were all 
completely new, but animated in the same way 
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with stop-motion armatures. With the attention to 


detail featured in the game, you can only imagine 
that it was a painstaking process. 


RETRO: In the original Primal Rage, players could 
trigger minigames midmatch for a bit of extra fun. 
Is this possible in PR2? 


DM: There aren't any hidden games that we've 
found, but it might have been something that could 
have been added if the game was finished. 


RETRO: Coverage of the proposed sequel to Pri- 
mal Rage reported that the dragon skeleton Ne- 
crosan was PR2's main antagonist. Is this in fact § 
the case? 


DM: Yes, Necrosan is the final boss. It really shows 
how close to completion the game was. Talking with 
one of the developers, they wanted to make his Al 
better, but they just didn't get to that before the game 7 
was scrapped. If you beat Necrosan, you even see 
the characters’ endings. 


RETRO: What types of reactions do you get from 
visitors who discover that Primal Rage Il is in fact 
playable at Galloping Ghost Arcade? Does it see a | 

lot of action? 


DM: The first week it was on the floor we had people 
traveling in from all over to see it. Everyone who came 
through the door was asking where it was. There was | 
always a crowd around the cabinet and lots of people ? 
were taking pictures of it, putting posts online, etc. 
It's quieted down alot since then, but alot ofthe peo- * 
ple from out of state continue to ask about it. 


RETRO: Is finding ultra-rare experiences like 
this part of Galloping Ghost's mission? Are there 
any other rare highlights that visitors can expect? 


DM: Absolutely! Every time we are able to find a 
game that you can’t play anywhere else, it's some- ¢ 
thing really special. We recently brought Hammer 
Away to the arcade floor, which was an unreleased 
prototype game from Sega in 1991 that was recently Oe 
found in Portugal. We currently have 80+ games that Bia =y 

we are the only arcade in the U.S. (if not the world) 
to have on the floor. We currently have several other 
prototype games that we plan on releasing soon! 


Interested in finding out more about 
The Galloping Ghost? Here's how you can! 


Check out The Galloping Ghost on Facebook: 
facebook.com/GallopingGhostArcade 
on the web at GallopingGhost.com 
or check out the arcade in person at: 
9415 Ogden Ave. Brookfield, IL 60513 


Want even more on Primal Rage II? Visit www.Read- 
RETRO.com for an additional interview about the 
game with Pete Hahn, the world record holder for | 
both Primal Rage games. ia 
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Street Fighter Il and its bazillion-hundred clones mostly focused on m 


ANY 


artial artists beating the hell out of one 


another with fists, feet, and the occasional supernatural ener 5 burst. SNK's Samurai Shodown series introduced 
§' 


weapons, but it wasn’t until Namco unleashed 1995's Soul 


e that this style made a successful transition to 


3D. It turned out that we really, really liked beating seven shades out of each other with great hunks of metal 


and wood. Who'da thunk? 
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In addition to swords and nunchucks, the Soul series innovated in the realm of 
narrative as well. Unlike the groundbreaking 3D Virtua Fighter games that pre- 
ceded it, the Soul series is big on story. It all revolves around the ultimate evil, 
Soul Edge, a sword of immense power that also has the unfortunate effect of 
turning whomever wields it insanely evil. Cue everyone tussling and bashing 
each other in order to attain that power, whether for good or ill ends. 


‘ As with fighting games in general though, the interesting story 
found here can be viewed as being inconsequential — in the end, 
this is all about cool characters hitting each other with glorified 
sticks, and the Soul series has some of the most creative and 
inventive character design in the genre. Sure, you've got your 
bog-standard samurai and hot-ass lady ninja, but then there's 
the massive mountain man from America’s wilds, a Greek bak- 
er's daughter-turned-Hephaestian-emissary, a German knight 
wielding a massive two-handed sword, and perhaps most inter- 
esting of all, a...Voldo. He's a crazy, incredibly bendy dude who 
has a fighting style akin to a methed-up hoopsnake attempting to kick your 
butt. It’s an incredible display that's exaggerated by his weird circular blades 
and fetish gear get-up, blindfold included. 


Because of its immense popularity, it was inevitable 
that Soul Edge would get a sequel. Well, it did, but as 
Soulcalibur arrived in arcades in mid-1998, it wasn't 
the hit its predecessor was simply because arcades 
were on the decline. The titular weapon — a portman- 
: teau of “soul” and “Excalibur,” and the only weapon in 
existence that can defeat Soul Edge — is the MacGuffin this time around, and 
of course there's a new crew of combatants to choose from. 
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Soulcalibur also took another step away from its brethren with the introduction 
of the 8-way running mechanic. Unlike say, Tekken, which really only has side- 
stepping to make the battles three-dimensional, Soulcalibur let you move freely 
in eight directions. This could have easily been screwed up, but its tight imple- 
mentation magnifies the intensity of matches. To say it opens up combat is an 
understatement, and while on the surface having only horizontal and vertical 
attacks seems shallow, the freedom of movement gives it all the depth it needs; 
a small diagonal step back makes what is normally a sure-hit vertical whiff past 
by a whisker, but leaves the loser in range for a perfectly timed horizontal sweep. 


While the arcade version wasn't as big a hit as its predecessor, console versions 
of the Soulcalibur series more than made up for it. Ultimately Namco stopped 
bothering with arcade versions. Instead, the developers gave us new game 
modes that extended the experience. They often involve quests, with multiple, 
actually different weapons to win for each character. These modes have only 
became more numerous and deep with each iteration, establishing a formula 
that more fighting games should implement. 


Franchises like Street Fighter, Tekken, and Mortal Kombat dominate the genre, but 
whether it be its weapons, characters, or non-traditional game modes, the inno- 
vations brought on by the Soulcalibur series were enough to make fighting fans 
take notice. With these innovations having already been established, though, the 
series has grown somewhat stale. That said, it will be interesting to see where 
Bandai Namco can take it in the future. Fingers (and weapons) crossed that Soul- 
calibur can once again innovate and leave its mark on the stage of history. ma 


www.readretro.com | Did You Know? Soul Edge was the second 3D fighting game to feature characters that fight with weapons (the first being Battle Arena Toshinden). 


EVERYTHING YOU HAVE HEARD ABOUT VINTUA 
FIGHTER" IS TRUE. ANO THEN SOME. NO GAME HAS 
EVER COME CLOSE TO DELIVERING THIS KIND OF THREE 
DIMENSIONAL, HIGH-RESOLUTION, MONITOR-BUSTING, 
FUAT-OUT FANTASTIC PLAY ACTION. SEGA'S VIRTUA 
REALITY POLYGON GRAPHICS MAVE NEVER SEEN MORE 
MESMERIZING. THE ACTION MORE RIVETING, OF THE 
CKARACTERS MORE DAZZLING. CALL YOUR SEGA 
DISTRIBUTOR FOR A PERSONAL PREVIEW, YOU MAY 
CONSIDER WEAMING SAFETY GLASSES JUST IN CASE 


Poor old Virtua Fighter. Historically speaking, it definitely got the short end 
of the stick when compared to the uber-successful Tekken and leading 
boob-bouncing simulator Dead or Alive. This is a shame, as not only was VF 
the grandpappy of all 3D fighters, but it also had the kind of depth and class 
one-on-one fans decry more modern games for lacking. 


One of the legendary Yu Suzuki's (many) arcade successes, Virtua Fighter was 
a massive departure from what was available in arcades at the time, in a man- 
ner that's hard to understand if you weren't around to experience it. The shift 
from 2D to 3D was beyond massive and even though the fighting itself still 
took place on a 2D axis (fighters couldn't circle each other), the amount of 
combat options and sheer novelty was impressive. 


The thing is, Sega's AM2 group could have half-assed this game and still made 
millions if they simply tinkered with the Virtua Racing technology and created 
a dinky fighter that just so happened to be 3D, but thankfully for us all they 
went in the exact opposite direction and created something with such incred- 
ible depth that, even after all these years, it's still daunting for newcomers. 
Seriously, just pull up a moves list for even the first VF, and it’s insane how 
nuanced and subtle each move and variation is. This definitely ain't “three 
canned combos and a fireball” territory. 


One of the reasons for such a detailed set of moves is that each character's 
fighting style is based heavily on its real-world counterpart, and so the move- 
ments each character can draw on are both realistic and super-cool. This also 
adds to how technical a fighter it is — while back in the day you may have seen 
a crowd around a Street Fighter or Tekken machine, rarely did a Virtua Fighter 
master attract much attention. 


Virtua Fighter 2 is still seen by many as the pinnacle of the series, adding a cou- 


by Aaron Dennis-Jackson 


VIRTUA FIGHTER PIONEERED THE 3D FIGHTER AS WE KNOW IT, 
BUT HAS SINCE FALLEN FROM MAINSTREAM VISIBILITY. 


VIRTUA FIGHTER 
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Drunken kung-fu master Shun 
Di debuted in Virtua Fighter 2. 


ple more characters and an improved move list, along with textured 
polygons and a lot more detail and color. It held true to the roots of 
the original, but brought enough freshness to garner goodwill from 
the hardcore. New players also seemed willing to lose their quar- 
ters just to enjoy the graphical flourishes, if not the technical 
gameplay. 


It's amazing that this series has slipped so far from our 
collective minds. Perhaps it’s because the fighting isn’t 
as regimented in terms of combos, counters, breakers, etc. And 
due to its focus on realism, it doesn't come with supers or projec- 
tiles; turning around a losing battle is a lot more work than just un- 
leashing a maxed-out super bar. Again, this isn't showboat territory, 
it's about how well you control your character, and how well you know 
your opponent. This is likely why Virtua Fighter isn't featured prominently on 
the pro-gaming circuit: The only spectators who could appreciate it are those 
who know it almost as well as the competitors. 


Virtua Fighter 3 did try to switch things up a little, using elements such as 
variable-height terrain and walls in certain arenas. It was, in fact, a massive 
change for the series, not only graphically (smooth fighters? how odd!) but 
also in terms of becoming the game we know today. It stepped away a lit- 
tle from the formula of the first two games, and with the new polish, it lost 
some of the je ne sais quoi that went so well with the barebones, hardcore 
fighting action the series was renowned for. Then Virtua Fighter 4 arrived to 
rave reviews, but by that point the series was on the ropes compared to the 
popularity of its predecessors. 


Even so, the far-reaching influence of Virtua Fighter means that while it's often 
overlooked, its numerous contributions cannot be overshadowed. 
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/ ‘As of this writing, Capcom has announced that it will fund another year obscurity shortly after a series of “SF clones,” and then camé back wit! 
“| of its professional Street Fighter tournament circuit — this time to the _ Street Fighter 1V; what did you miss during the decades in-between? 
ty tune of $500,000 in overall prizes. While the competitive fighting-game / 
v) community has not seen the same growth as games like League of Leg- Fighting games are my rock music; Evolution 2004, my Woodstocl iy 
‘| *” ends or Dota 2, it has nevertheless managed to grow into a proper ded- _ this article is my syllabus for Intro to Fighting Game History. You won't ‘A 
icated scene, with its own heroes and weird nerd cool. For most people, _ feel what it was like to be there, but at least you can learn what YoU f y 
ae the fighting-game genre started with Street Fighter Il, faded to missed out on. 
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Sine Street Fighter |i Turbo 


Capcom's Street Fighter Il: The World Warrior (1991) wasn't the first fighting game, but it was the game that 
started it all. Karate Champ (1984), Yie Ar Kung-Fu (1985), and the original Street Fighter (1987) came earlier, 
but it was SF2 that transformed arcades everywhere into winner-stays-loser-pays proving grounds. 


Of the five versions of Street Fighter II, only Hyper Fighting and Super Turbo hold up well, and ST actually still 
gets a small amount of competitive play in local scenes or side events at major fighting-game tournaments. 
It's fairly well-balanced, and people are still discovering new tactics and techniques for this game even now. 
Street Fighter I] was the beginning of the modern fighting games, and Super Turbo is the most complete and 
refined final version of SF2. 


Super Street Fighter I! Turbo is great for learning fundamental fighting-game skills; its basic systems are stan- 
dard for most modern fighting games (SSF2T HD Remix, the Xbox 360/PS3 version, is also acceptable). 
You'll be hard-pressed to find a 2D fighting game that doesn’t share some systems or character templates 
with ST, and it doesn’t bury you with complicated mechanics like newer fighters often do. (Plus, making a 
good-faith effort to learn Super Turbo will immediately win you brownie points with the old folks in fight- 
ing-game circles.) 


Ultimate Mortal Kombat 3 


The original clash between Street Fighter and Mortal Kombat was a battle for the soul of the newborn genre 
as each franchise aimed to influence the future of fighting games: Tight design vs. shock appeal, cartoony 
vs. realistic aesthetics, hold-back-to-block vs. dedicated block button. Capcom undoubtedly won this hard- 
fought battle — nearly every fighting game has some’strand of Street Fighter design DNA in it — but Mortal 
Kombat continues to survive and thrive even into the current era. 


Of all the titles in the classic Mortal Kombat series, Ultimate Mortal Kombat 3 is generally considered to be 
the high point (hey, it brought back all the ninjas). Like Super Turbo was to Street Fighter II, Ultimate Mortal 
Kombat 3 is the culmination of the classic Mortal Kombat series as it existed then, before it went 3D, added 


weapons/different fighting, etc. 
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HISTORY OF FIGHTING GAMES FEATU RE 
The King of Fighters ‘98 | 


Shortly after Capcom released Street Fighter II, rival arcade game developer SNK debuted Fatal Fury (1991) — 
another fighting game which was actually led by ex-SF1 devs Takashi Nishiyama and Hiroshi Matsumoto. Fatal 
Fury became one of several long-running SNK fighting-game franchises, and in 1994 SNK came out with King 
of Fighters ‘94, a new flagship fighting game that included characters from Fatal Fury and Art of Fighting, among 
others (heck, even the /kari Warriors show up). King of Fighters games generally shared second-banana status 
with Mortal Kombat in North America, but where MK looked, played, and felt drastically different from Capcom's 
fighting games, KOF was similar enough in design and aesthetics that it shared some crossover appeal. (In other 
regions, KOF is actually the dominant fighting game — in fact, a recent KOF ‘97 tournament in China was report- 
edly streamed by 500,000 viewers.) 


KOF 98, like UMK3 and ST, was an inflection point for the series. Having had four prior titles to refine and iterate 
on the core of the game and complete a story arc (“The Orochi Saga”), SNK decided to throw canon storylines 
to the wind and dump practically every character that had ever shown face in a King of Fighters game into one 
glorious “dream match.” Whil@’KOF shares much of SF2’s design DNA at the basic level, it celebrates movement 
and positioning in a way that Street Fighter never has. Street Fighter is measured and plodding in comparison to 
KOF, which gives you four different jump angles, options to hop or run, roll or dodge, and otherwise bounce all 
over the place. 


The next few King of Fighters games would pivot in plot, aesthetic, and character design from the martial-arts 
mysticism of the Orochi saga to the more science-fiction-y material of the NESTS saga — clones, jumpsuits, and 
dedicated assist characters — which turned off a lot of fans. So while it’s hard to say that KOF ‘98 is unequivocally 
the best King of Fighters game ever, it's certainly up there — and if you want to understand the roots of the series, 
KOF ‘98 is the best place to start. 


THE CAPCOM CANON ——————_—_ 
Street Fighter iil: Third Strike 


No list of fighting-game canon would be complete without mentioning Third Strike, the final installment of the 
SF3 series — a series which got off to a rough start, as it ditched most of the now-iconic SF2 roster for a bunch of 
weirdos. It also introduced a new mechanic called Parry, which let you tap forward right before your enemy was 
about to hit you in order to deflect the attack and immediately counter without the normal delay from blocking. 


Parry essentially gutted the ranged zoning element of prior SF games and centered the game around high-speed, 
close-range guessing games, which alienated many genre fans. However, it was Daigo’s full parry of Justin 
Wong's 15-hit super in the late rounds of Evo 2004, immortalized in the notorious “Evo Moment #37” video, that 
single-handedly revived both Third Strike and the North American fighting-game scene. 


Prior to 2004, Third Strike was considered a niche game that relatively few NA players took seriously — it came 
out in 1999, but never really got that much competitive traction. After the Daigo Parry, Third Strike experienced a 
revival that not only surged it to the forefront of the fighting-game competitive scene for the next five years, but 
also breathed new life into the community that helped sustain competitive fighting games during the several-year 
| drought in the mid/late ‘OOs that most fighting fans refer to as “The Dark Ages.” 


Marvel vs. Capcom 2: New Age of Heroes 


PANT ORT TITLE I LIT 


Long before Marvel's movie lineup took the world by storm, Capcom made two licensed Marvel fighting games 
— X-Men: Children of the Atom (1994) and Marvel Super Heroes (1995) — and then rerolled the recipe with X-Men 
vs. Street Fighter (1996). XvSF's fast pace and flexible combo engine were a welcome divergence from the genre's 
standard one-on-one combat, so Capcom followed it up with Marvel Super Heroes vs. Street Fighter (1997), then 
dusted off some.characters outside of Street Fighter, like Strider Hiryu, Mega Man, and Captain Commando, for 
Marvel vs. Capcom (1998). 


But none of those games were Marvel vs. Capcom 2 (2000). MvC2 had 56 playable characters, switched the 
format to 3-on-3, and basically cranked up the crazy with flashier combos and faster movement than any other 
} fighting game. Alll of a sudden, Capcom fighting-game players were separated into two groups: those who played 
the games that more closely resembled Street Fighter, and those who only played Marvel. 
{ 
{ 
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Street Fighter is measured; Marvel is madness. Street Fighter matches attempt to replicate the feeling of fighting; 
comic books attempt to replicate the feeling of Marvel matches. If cocaine were a fighting game, it'd be Marvel vs. 
Capcom 2. And while the later MvC games would successfully translate the core hype that set Marvel apart from 
other fighting-game franchises, they could never hope to match MvC2's legacy. 
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FEATU RE HISTORY OF FIGHTING GAMES 


Capcom vs. SNK 2 is basically the tl;dr of 2D fighting-game history. 


== 23—— > | Capcom vs. SNK 2: Mark of the Millennium 2001 
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At one point in the late 1990s, Capcom and SNK agreed to collaborate on a series of crossover games that 

drew not just from Street Fighter and King of Fighters, but from a wide spread of both companies’ fighting 
games. SNK made the SNK VS. Capcom series — which included a‘portable fighting game, a few card games 
for the Neo Geo Pocket Color, and the legendarily bad SNK vs. Capcom: Chaos (2003) — and Capcom made 
two Capcom vs. SNK fighting games. 1 


Capcom vs. SNK: Millennium Fight 2000 was promising. The game introduced.the Ratio System where each 
character is rated with a certain number of points ranging from 1-4 with you picking a combination of up to 
four characters that totaled 4 points. The game also gave us the Groove System, which allowed you to play 
your team with either a Street Fighter Alpha-style Super meter (“Capcom Groove") or a manually charge- 
able meter like King of Fighters ‘98's Extra mode ("SNK Groove”). But balance issues quickly made the game 
rather frustrating at the competitive level. 


Capcom vs. SNK 2 loosened up the ratio system (same 4 points, but now you could allocate them among any 
characters you liked, with up to 3 characters), blew the character count up from 33 to 48, and expanded the 
: " Groove System to include six different combinations of systems: “C-Groove” plays like Street Fighter Alpha, 
g - AH a P-Groove has the Parry from Street Fighter II, S- and N-Groove resemble Extra and Advanced modes from 
: ba i King of Fighters ‘98, and so on. 
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CvS2 is an amazing game in its own right, and it still has holdout pockets of players here and there. But it’s 
not just a game so much as a love letter to the genre, and many (myself included) think that it has set a bar 
for fighting games that has not yet been met. 


THE BEST OF THE RES). —————_? 


Fekken Tag Tournament 


Sega brought the third dimension to fighting games with Virtua Fighter (1993); Namco followed with Tekken 
in 1994. The two games were the flagship fighting-game franchises for Sega and Sony consoles, respective- 
ly, and they both brought new and lapsed players back to the fighting-game fold with their more-realistic 
(read: no fireballs) movesets. While the core Tekken game design has much in common with the Street 
Fighter template, the ability to sidestep attacks and counter turn the game into a more close-ranged slugfest 
than traditional 2D games are. 


Where Virtua Fighter is a bit more sober and serious, Tekkeh is splendidly shlocky; the main plot involves 
inter-generational family infighting between Japanese Karate Businessmen, but the character cast includes 
bears, boxing kangaroos, cyborg brawlers, and other eccentric additions to your standard Street Fighter- 
esque range of international fighting styles. Most Tekken fans identify the apex of the series as Tekken Tag 
Tournament (1999), the two-on-two tag-team spin-off; at a time when 2D fighters seemed more same-y 
than ever, Tekken Tag was new and hot (and also a PlayStation 2 launch title). 


It's worth noting that while competitive Tekken play never really eclipsed the Street Fighter fanbase in North 
America, it's much more popular in Japan and Korea. 


Super Smash Bros. Melee 


Smash is a fighting game in disguise. It started out with Super Smash Bros. (1999), an innocuous party game 
(have fun with your friends and your favorite Nintendo characters!) so divergent from the traditional SF2 
paradigm (two players on a flat stage with health bars) that it almost didn't feel like a fighting game at all. 
Over time, though, the casual Smash player can turn competitive, developing the fundamental skills — and 
the same thirst for blood — as any other fighting gamer. 


The series-defining game is Super Smash Bros. Melee; it was built on a seemingly unintentionally permis- 
sive engine that gives dedicated players a lot of room to master high-level combos, setups, and movement 
techniques. Melee spawned the competitive Smash community, and when series director Masahiro Sakurai 
decided that competition was not the direction he wanted to take for Super Smash Bros. Brawl (2008), it was 
Melee that kept the Smash community alive while allowing it to grow into what it is today. 
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aa as - ‘Virtua Fighter 4: Evolution 

In the broader history of videogames, Virtua Fighter (1993) is notable because it was the first 3D fight- 
ing game. Among fighting-game enthusiasts, the Virtua Fighter franchise is memorable because Virtua 
Fighter 4: Evolution (2003) showed us that sometimes fighting games are far more elegant and powerful 


than the people who play them. 


VF4: Evolution had it all. A rich-yet-simple core design, a character roster that was both highly diverse 
in playstyle and fairly balanced, and unending depth with plenty of potential for mind games. It was the 
closest thing to the perfect fighting game that anyone had ever seen, and this was during an age when 
{ most high-level players wouldn't shut up about how competitively broken and shallow all the popular 
1 
{ 


fighting games were. 


\ But it just didn’t catch on with the core North American fighting-game scene. Never mind that it had the 
best tutorial in any fighting game ever, or that the PS2 Greatest Hits rerelease only cost $20 — Virtua 
{ Fighter 4: Evolution had (and still has) a strong scene in Japan, but most competitive players decided to 
stick with the familiar yet broken games we knew and loved instead of risking involvement with a game 
that would expose our fraudulence. It turns out that we need a little brokenness, rough edges, and grime 
in our games to really get behind them. VF4: Evo, we didn’t deserve you. 


Guilty Gear X2 #Reload 


Delve past the surface level of fighting games, and you'll come across a subgenre known collectively as 
“anime” (due to their aesthetic) or “airdashers” (because they often include lots of aerial movement 
options). This genre has its roots in Capcom's flashier fighting games, like Darkstalkers (1994), as well as 
Japanese small-studio games like Melty Blood (2002), but Arc System Works’ Guilty Gear (1998) is the 
anime community's long-time anchor. 


eS Ea 


The original GG made a splash largely for its outlandishly beautiful anime art, badass metal soundtrack, 
and bizarre characters; Guilty Gear X (2000) and Guilty Gear X2 (2002) refined the design into a com- 
petitively playable fighter while expanding on both systems and roster. X2 #Reload was a rebalanced 
effort that hit the 2D fighting-game playerbase with something new, different, and refreshing right when 
people were beginning to burn out on the established competitive games of the era. 


Guilty Gear is a game for people who love 2D fighting games — the repetitive voice samples, the crunchy 
combos, the frenetic pace and hand-twisting motions. X2#R in particular is deserving of perhaps the nic- 
est thing | can say about a fighting game: It feels fair when you're losing and broken when you're winning. 


eo. 
That concludes RETRO's recap on these historically significant fighting games, but also leads us to a 
question — Which fighting game do you consider your favorite? Let us know by tweeting @ReadRETRO 


or visit ReadRETRO.com to participate in our interactive poll! 


For a real arcade experience on modern consoles check out these awesome fight sticks! 
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Mad Catz Arcade 
FightStick Tourna- 
ment Edition 2 
madcatz.com 
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Real Arcade Pro. 4 Kai 
horiusa.com 


Razer Atrox 
razerzone.com 
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As one of the founding fathers of the EVO Championship Series, an annual fighting-game extravaganza that has grown to be the largest live tournament in the 
world, you might expect Killian to exude levels of enthusiasm and even aggression that are often associated with the genre. However, I've come to know Killian 
rather well over the years, and the opposite could not be more true. Anyone meeting him for the first time will be fascinated to find a relaxed, humble, honest, 
interesting, and downright pleasant person. Obviously, the irony of the contrast between his real-world personality and any perceived persona is not lost on me. 


With RETRO celebrating all things fighting in this edition, | couldn’t pass up the opportunity to interview this major player in the fighting community. From 
gaining insight into the strategic elements of fighting games to understanding the importance of getting into the mind of your opponents, learning about the 
dramatic impact Street Fighter I! had on his life and even his admiration for, of all things, Karnov’s belly, I'm happy to present my interview with one of the fiercest 


fighting-game opponents — and friendliest folks — you'll ever meet. 


RETRO: First off, what is it that you love most about fighting games? 


Seth Killian: | love fighters because they're just a really primal, one-on-one 
test of will, game knowledge, and decision making. To get good, you have to 
see directly into the mind of your opponent, and fighting games give you a lot 
of chances to test your guesses in a very short time period. 


The way people think is endlessly fascinating to me, and fighters require you 
to really put yourself in the opponent's shoes. You can see how they think, and 
even their emotional and psychological attitudes about the world. Is this guy 
a bully? Does she crack under pressure? What is my opponent's safe happy 
place, and how can | mess that up for them? There's an immediacy and ele- 
gance to fighters that never gets old for me. 


RETRO: When you cofounded EVO, did you ever think it would grow into 
what it is today? Which aspects of the tournament are you most proud of? 


SK: | was told that EVO is now actually the largest live tournament in the en- 
tire world. Lord knows none of us that worked on EVO ever expected it to grow 
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into anything like that, but we always believed deeply in these games. In spite 
of the growth, the thing I'm most proud of is that it's open to anyone and still 
feels more like a family reunion than a show. People come together to play, 
to compete, and just to have a good time. EVO definitely puts on a show, but 
there's a feeling of genuine camaraderie and human connection in the room, 
even beyond what I've seen even at major sporting events. People are there 
because they love the games and each other. The line between spectators and 
players isn’t there in the same way because anyone is welcome to compete, 
just like at the arcades we started in 20 years ago. 


RETRO: What are some of your favorite early arcade memories that caused 
you to connect with the genre? 


SK: | grew up in arcades, and while | loved many, many games there, SF2 hit 
me like a lightning bolt. It showed up while | was in high school, and was a 
perfect opportunity for a skinny nerd to compete with scary strangers, plus 
you could just feel the depth radiating from it. This was before the modern 
internet, before online games, and it was a perfect fit for my competitive side. 
For me, the magic of the game was closely tied to the magic of the arcade 
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Killian has made his mark on many games, including PlayStation All-Stars Battle Royale, Fans must get a kick out of seeing 
Killian in an actual game; Choosing your fighter well is a critical component of victory; The EVO Championship has grown into a global event. 


and growing up in general. Getting out of the house, piling into someone's 
borrowed car, blasting punk rock through the suburbs, and heading to a fa- 
miliar but just slightly scary arcade, followed by late-night taco runs, etc. My 
memories of Street Fighter I! will forever be tied to good friends and the good 
enemies that forced me to focus and improve myself in a way | hadn't really 
done before. 


RETRO: This year marked the 10-year anniversary of Daigo Umehara's un- 
believable performance against Justin Wong in Street Fighter III: 3rd Strike. 
What did that moment mean to you and the fighting-game community as 
a whole? 


SK: The moment itself was incredible, but | think its lasting impact on the 
fighting-game community was the reaction it got from the wider world. It was 
a perfect snapshot into the magic we'd all shared for years — and we knew it 
was magic — but | think there was something really affirming for everyone in 
the community when they saw that people outside of our bubble could get 
excited by it, too. | think it collectively made us feel like “Wow, | guess we 
aren't just crazy,” and like there was a ray of hope — a future for a genre that 
had been struggling. It showed millions of people what it meant to get hype, 
and let them share in our genuine, very human reaction to watching people 
play a videogame. 


RETRO: While the fighting-game community is super passionate, it seems 
that it's hard for new games to gain a foothold. What do you think it takes 
to make an impact? 


SK: That's the continual struggle for the fighting genre — do you play to your 
hardcore current fans, or do you try to invite new players to the party? Striking 
the right balance is very difficult, and even the greatest fighting franchises in 
the world have a spotty track record there, with some of the most cherished 
games among the hardcore also being some of the least commercially suc- 


cessful. Smash Bros. was able to find success and do something original, but 
they had help from an all-star cast of Nintendo characters and even there it's 
been a long time since those core innovations. | think there are glimmers of 
hope from indie developers, with games like Nidhogg, Towerfall, and Divekick 
doing something new and making some waves, but fundamentally it's just a 
really hard problem. | think part of the answer is making fighting games a live 
option for a new generation of players. Most of what you see today is prettier 
to look at, but essentially the exact same kind of thing you could drop into an 
arcade 20 years ago. 


RETRO: Fighting games seem best played in person — especially with a 
crowd around to cheer the players on. Can playing fighting games online 
ever have the same impact? 


SK: Honestly | think almost every game gets better with a crowd and people 
cheering! You can watch speedrunners tear through single-player at Games 
Done Quick with a lot of hype, and multiplayer games like League of Legends 
and DotA2 are online only, but still put together live finals that are electrifying 
for their players. With fighting games, for a long time we just didn't have a 
real choice between live or online (online was way too slow), so a lot of our 
competitive culture is built straight from the face-to-face experience. So yeah 
— cheering crowds do a lot for any game, but even today we haven't found 
a fighter that really focuses on online play. | obviously love live events, but it 
would be great to have a real option to play seriously at home, too. 


RETRO: The mobile market has been growing tremendously over the years, 
but do you truly think a fighting game can exist on mobile platforms that 
would be relevant to the community? If so, what would be necessary to 
make that happen? 


SK: Right now, the best things about fighting games are the worst part of the 
mobile experience. Mobile devices are just too small for two players on one 
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Top row: Killian calls the competition at a variety of events. Bottom row: Crowds gather to get their game on while some stop for a photo op with Seth. 


device, but they also have a shaky track record of synchronous (is that the op- 
posite of asynchronous?) online multiplayer. When you add that to the fighting 
genre's focus on twitch-style action, they aren't a great natural fit. Online tech 
is only going to improve, so maybe you could make a game that had a slightly 
slower pace, using touch and sweep to capture the kind of movements you see in 
something like tai chi? To find success on mobile, | think you have to embrace the 
strengths of the platform rather than fighting them with weird virtual joypads and 
buttons. It would take a different style of approach but | think it could be great. 


RETRO: Alright, | have to ask. Can you tell us some of your favorite fighting 
characters? 


SK: Ryu and Guile rank pretty high up there for me. They aren't just characters, 
they are total archetypes, and their moves define a huge chunk of the entire 
genre. Mastering them taught me more than I've learned from just about any- 
thing else in games, and you have to look hard to even find a fighting game that 
doesn't have a take on “Ryu” in it, which is a testament to true icon status. | also 
have a very soft spot for Karnov from Fighter's History Revenge (aka “Karnov’s Re- 
venge"). He's just insane and such an obviously terrible candidate for a star char- 
acter. | love his belly. 


RETRO: Are there any past or current trends in fighting games that you really 
don't like? 


SK: | think there are a lot of fighting-game mechanics that are physically harder 
than they really need to be. There are often valid and interesting reasons why 
they ended up the way they are, but at the end of the day you have some truly 
crazy input requirements just to play a normal match. It can be a special feeling 
to master those techniques, but for every person who does master them, there 
are probably 20 more who might be great strategists but just couldn't do that 
standing 720 input. Fighters will always have a high skill cap, but I’d like to see 
less emphasis on that stuff so more people can discover the real magic behind 
the games. Depth and complexity aren't the same thing! 
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RETRO: Beyond fighting games, what other games are you into? 


SK: The things | love most in games are new ideas, tight mechanics, and 
emergent play from complex systems. Fighting games are very good with 
emergent play and mechanics — that's basically most of what they are — 
a flexible toolset for creating problems for your opponent, and | still play 
every new release. Fighters aren't as good with crazy new ideas (mostly for 
good reason) so to get my fill there, | also play a lot of experimental games. 
Lately I've been playing Far Cry 4, which has a lot of those emergent complex 
systems in an open world, as well as playing through the games of Stephen 
Lavelle, aka “Increpare.” They are amazing for shaking up your perspective. 


RETRO: After a long tenure at Capcom, you officially left Sony Santa 
Monica earlier this year to “do your own thing.” And if your Twitter feed 
is any indication, you've been doing a lot of travel lately. From Canada to 
Singapore to Hawaii and more...Is any of that work related? 


SK: The travel is a mix of both work and friends — it’s hard to keep that bal- 
ance but I've learned how important it is, not just to your life overall but also 
to doing good work and staying at your best. Sony was a fantastic time for 
me but | had the chance to try and build my own thing from the ground up, 
and | took it. | have a team of pretty amazing people working with me, and | 
hope I'll be able to show people at least one of the things we're working on in 
2015. We've had a lot of fun with it, and hope other people will too. 


RETRO: Thanks so much for your time, Seth! It's always a pleasure talking 
to you! Tell everyone how they can follow you online and thanks again for 
being a part of RETRO's special Fighting Game Edition! 


SK: You can find me online at @sethkillian (or better yet, come out to a 
tournament and introduce yourself there). RETRO is a treasure and it's been 
my privilege! ia 
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Ed Boon Discusses the Kreation of a Killer Franchise 
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There's no doubting that Mortal Kombat has altered the face of gaming. Actually, when it first hit the scene, it pretty much ripped it right off. The franchise has 
revolutionized the way we look at violence in videogames while introducing a Variety of mechanics that have moved the fighting-game genre forward and taken 
the medium to new heights along the way. Love it or hate it, Mortal Kombat became a household name in the mid-1990s and its impact on the industry has been 


substantial ever since. 2 
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As we prepare to enter yet another generation of this fan-favorite franchise with the release of Mortal Kombat X, | spoke with series cocreator Ed Boon about his 
perception of the original project, what makes Mortal Kombat so special, and his thoughts on the future of the series. 


RETRO: Thanks so much for taking the time to join us, Ed! When you started 
the franchise over 20 years ago, did you think it would last this long? 


Ed Boon: Absolutely. | knew from the very beginning that this was going to be a 
franchise that would last decades. Just kidding... There was no way we thought 
this was going to be a game (or franchise for that matter) that people would 
embrace like they have. As a matter fact, after we finished the first game we 
wanted to do a Star Wars videogame as a follow up. It actually struck us as odd 
when our general manager approached us and said, “No... You guys gotta make 
a Mortal Kombat II." | remember thinking to myself, “Really? You want us to make 
another one?” | guess at the time, game sequels weren't quite as commonly 
expected after a game did well. Still, we are very grateful for how long people 
have continued to embrace this game. 


RETRO: Aside from the obvious components of killer characters and contro- 
versial content, what is it that you think has made Mortal Kombat such an 
industry mainstay? 


EB: I've always felt that there have been a number of factors that contributed 
to Mortal Kombat's success. As far as its initial impact, many of the factors you 
described certainly contributed to the game reaching more people. The contro- 
versy certainly resulted in people checking the game out who might not have 
before. But when they actually played the game, they found that it was a lot 
of fun. On top of all that, we had a great story; really interesting and unique 


characters that people could be attached to; and very accessible, fun gameplay. 
Finally, we've never been afraid to change things up with every iteration, which 
has really kept things interesting so players always get a new experience. 


RETRO: With such a passionate fanbase, how do you approach the task of 
honoring the existing audience's expectations while making new iterations 
accessible to newcomers as well? 


EB: With every new game, there is always a balancing act that we play with giv- 
ing players the signature features that they are expecting while also surprising 
them with new features that keep things interesting. You can’t just keep releas- 
ing the same game with shiny new graphics and expect players to be forever 
excited about each release. 


RETRO: How do you rank yourself as a Mortal Kombat player? Do you domi- 
nate your design team or get taken out by testers? 


EB: Ha! | would get absolutely destroyed by our testers. These guys play the 
game for a living! When you spend 8, 10, 12 hours a day playing and testing a 
game, you tend to get pretty good at it. 


RETRO: Have there been any particular Mortal Kombat characters that you 
have personally loved or loathed over the years? 
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EB: Scorpion has always been my favorite character for a number of reasons: He was 
one of the first fighters we got running in the game that helped steer the direction 
we'd be going as far as the game's tone, pacing, and overall style. The first time we 
got that spear move working, there was an excitement in our offices that we had 
something special in the works. Additionally, Scorpion’s backstory has always been 
sad and tragic and you can't help but have sympathy for him. There definitely have 
been a few characters we've introduced over the years that haven't been embraced 
quite as much as the classics...but it's probably best that we leave those characters 
unnamed. ;) 


RETRO: With Mortal Kombat X's arrival on Xbox One and PlayStation 4, what ex- 
cites you most about the technical capabilities for fighting games in this console 
generation? 


EB: Well, the obvious first answer would be the graphics and the visual fidelity that 
allows us to present our characters and backgrounds. We also have new technology 
that lets us create some of the most over-the-top finishing moves that couldn't be 
done before. We've also managed to introduce some really exciting new online fea- 
tures that will help connect the gaming community together even more. It's always an 
exciting time to be introducing a new Mortal Kombat game with the latest technology. 


RETRO: As one might expect, we're being treated to some rather unique new char- 
acters in Mortal Kombat X. What is the process of creating a new Mortal Kombat 
character like for you and the team? Has that process been the same throughout 
the life of the series or has it evolved in any way? 


EB: Many times creating a new character starts with a piece of concept art that de- 
fines the overall look of the character. Often that art inspires a lot of ideas as far as the 
character's backstory, special moves, finishing moves, etc. however, the real magic 
happens when we get the character onscreen fighting and performing unique special 
moves that really separate him or her from the others. It’s a long evolving process that 
isn't fully complete until we finally ship the game. Obviously there are a lot more peo- 
ple involved in this process now than there were back in 1992, but the fundamental 
steps have remained pretty much the same. 


RETRO: The Injustice: Gods Among Us project has obviously had some impact on 
the play mechanics of Mortal Kombat X. What did you learn from that project that 
you're most excited to apply to the latest MK? 


EB: Philosophically, Mortal Kombat X is taking a somewhat similar approach to the en- 
vironments and their involvement in the fight as Injustice: Gods Among Us did, but both 
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games are taking different paths as far as implementing the environment interaction 
features. The interactions in Injustice are much bigger in scale, and over the top. Mortal 
Kombat X's approach is a more subtle method that focuses more on maneuvering 
across the fight arena. 


RETRO: We're celebrating not only Mortal Kombat in this edition of RETRO, but 
the fighting-game genre as a whole. With that in mind, what have been the most 
positive changes to fighting games that you've seen over the past 20 years? 


EB: I'm not sure if this is the most positive change to fighting games, but the online 
component has certainly connected players who might not have ever played against 
each other and that's a great thing for fighting games. In the past, people had to go to 
locations like arcades to find a variety of competitors, but now they can go online and 
have access to millions of opponents while they stay at home. Another big change to 
fighting games has been how they've become more accessible to the casual player. 
At one point | feel fighting games became too complex and required too much from 
the player to become competitive. Making them more accessible has resulted in more 
people getting into them. 


RETRO: With virtual reality being such a hot topic these days, I've got to ask: Do 
you see VR having a significant impact on the fighting-game genre or is it best left 
alone to stick with what already works? Will Mortal Kombat have a VR component 
any time soon? 


EB: | certainly think that a fighting game can be successfully executed with a differ- 
ent presentation method like the Oculus or some other VR-like device. However, | 
don't think that it will simply translate over using the same game mechanics, camera, 
and other vital input/output methods. Someone needs to design the game with the 
hardware in mind, playing to its strengths instead of patching around its weaknesses. 
Simply porting an existing (traditional) fighting game isn’t the way to go. 


RETRO: When it's all said and done and you look back on the history of this fran- 
chise, what do you want Mortal Kombat to be most recognized for? 


EB: | would like Mortal Kombat to be remembered as a game that people had fun 
playing. It's as simple as that. Many people have approached us with stories about 
how they remember exactly what they were doing when they first saw and played 
the game, which is so fun to hear. Lots of players have fond memories of hanging out 
with their friends and playing Mortal Kombat. It's very cool that the game has made 
that kind of impact on the videogame landscape. i 
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\ : Every look inside the bloody heart of Mortal Kombat is going to be very 
¥ personal if you're someone like me — someone who first stepped in- 
side its violent inception 23 years ago. The gaming landscape would 
be very foreign then to anyone who is only familiar with today’s scene. 
First-person shooters didn’t exist, first-person anything didn't even 
exist. There was no internet, there was no 3D, there was no Microsoft or Sony 
stamped on a console. The arcade was still a thing, a very important thing, 
and Mortal Kombat, still beating strong to this day, was born in that now-for- 
saken place. 


Mortal Kombat hit the scene in somewhat of a purer, simpler environment. 
Its impact was far-reaching and, in the nostalgic corners of my gamer brain, 
monumental. The fighting-game genre was just heating up, and of course, 
any discussion of Mortal Kombat becomes even more personal in the light of 
its challenge to the dominant Street Fighter, which essentially was the fight- 
ing-game genre upon its 1987 introduction. 


If you were there from the start, it is very likely that you had some history with 
Street Fighter. | remember hearing the curious rumors of Mortal Kombat echo- 
ing through the halls of the arcades before the game was actually released 
in 1992. It was at the very least an intriguing proposition, a healthy threat 
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of competition for the invincible-seeming Street Fighter II. Here came a new 
fighting-game franchise to engage with and a challenge to the current ways 
of playing. The buildup was electric and memorable. Mortal Kombat came and 
immediately conquered. |, like many, quickly became a fan. 


While we now know the details of its origin, gaming industry coverage was far 
ess prevalent back then. Fans were often left to their imaginations and more 
than willing to dream up the scenarios that led to a machine landing in their 
ocal arcade. | would imagine every single person on the first Mortal Kombat's 
creative team — all four of them — was a reverent Street Fighter fan. Their 
intention was not to ruthlessly conquer with Mortal Kombat, but instead to 
provide something unique and somewhat shocking. | felt like they were game 
fans, fighting-game fans specifically, and that they came together to dream up 
their own take on the still-young fighting-game genre. 


At the time, videogames were dominated by Japanese developers, but here 
came American midwestern upstarts Ed Boon and John Tobias, pulling to- 
gether a team to make their contender to Street Fighter's crown. Every arcade 
across the globe was glowing with brightly colored characters and echoed 
cries of “hadouken,” but with any luck, “Finish him!” would soon ring through 


those same halls. 


MORTAL KOMBAT 
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Did You Know? Mortal Kombat was originally going to be a licensed game for then up-and-coming action star Jean-Claude Van Damme. www.readretro.com Cy 


Above: Now those are some sharp graphics. 
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Uerercut, BLeeo Out, ano Imea 


By the time MK entered the scene, Street Fighter defined an era and represen 
the genre within the global gaming landscape. You could go on and on debating 
which game is “better,’ or more sophisticated, or has the deeper 
tem, or whatever, but the larger significance is that Mortal Kombat was no 
to issue its own wammgenare asa result, became absolutely awesom 

its ardent fans. We all knew what an uppercut was and we all knew the basics 
of a fighting game, but approaching things differently was only for the daring. 
At their core, the mechanics of Mortal Kombat were familiar and an extension of 
what was established in Street Fighter. But as that first uppercut was thrown, and 
blood rained out, and your opponent landed on a bed of spikes, ae you 


were playing something new and audacious. This was Mortal Kombat — grue- 
some, loud, outrageous, and a fresh kind of fun. .. 


We are used to explicit violence in games these days, but Mor ombat was 
a special, shocking kind of violence. It was immediate and sudden. There was 
a touch of playfulness and detachment to all of the gore, but the weighty bru- 
tality of the combat owed a great deal to the lurid presentation. You couldn't 
help but laugh heartily as Sub-Zero uprooted his opponent's head and spi- 
nal column or as Scorpion incinerated his opponent with fire from his skull. 
Not because you were sick, but because it was silly. You could also view the 
game's goriest moments as delightful finishers to a heated battle — an im- 
mensely satisfying conclusion to a meaningful match-up between friends. The 
borderline absurdity to the violence and its crescendo finish fit just right within 
the feel of the kinetic fighting. The action was not vicious or mean. It was in the 
name of big, bold fun and well placed within the revolutionary story and tonal 
aesthetic of the world. 


By contrast, you could call many games in the early ‘90s an extension of a 
cartoon. Most characters were conceived with heavy fantasy elements, and if 
humans were part of a central theme, they were often doing magical things or 
shooting fanciful foes. But Mortal Kombat was digitized — its characters were 


his famous four-armed character has been put 
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ore” in Goro for many, many years. 
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real-life actors. As the first advertisement for Mortal Kombat proclaimec 
the iconic Raiden jumping out of the arcade screen and grabbing a te 
boy by the shirt, the game “so real it hurts!” Nothing ou’ 
ything at all like Mortal Kombat. The game survived on its gam 
of gimmicks in the end, but you couldn't discount the hypnotic draw 
digitized world, especially in a time when graphical leaps matter 
masses. Tearing your opponent's body in half and spilling volui 


just wouldn't have been the same without this killer presentati 


e real and gritty as Mortal Kombat proclaimed itself to be, and as much as 


arents and acti ir out over its existence, the ae 
i n. The Outworld, t 


thing was firmly pl 


Earthrealm, east Goro set the sur- 
real stage for the likes o ny Cage and lightning-tosser 
Raiden to bleed each other c vious fantasy and it felt tongue-in- 


ortal Kombat and you bear 
neve licated. , myself includ- 
ad unintended artistry behind Mortal Kombat 
that has helped solidify its pla gaming history. 


Buckets of BLoon, Buckers of Conteoversy 


Of course, when there is big success surrounding any form of controversial 
content, there tends to be someone breathing down its neck. For Mortal Kom- 
bat, that someone was the United States government. In 1994, Senator Joseph 
Lieberman stood at the center of the Mortal Kombat controversy. In one press 
conference, Lieberman called out both Mortal Kombat and the iconic FMV 
game Night Trap as bringers of youth corruption, comparing finishing-move 
decapitations to ripping the heads off a Cabbage Patch doll. Footage of Kano 
reaching in and pulling out a beating heart added to the tenacious tenor of the 
room. “We're not talking Pac-Man or Space Invaders anymore,” Lieberman said, 
more right than he possibly knew. “We're talking about videogames that glo- 
rify violence and teach children to enjoy inflicting the most gruesome forms 
of cruelty imaginable.” 
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Above: From friendships and cameos to hidd 


Eventually Senate hearings were in place, and 
tendo and Sega — the two mega gaming corpo- 
rations and competing hardware makers with the 
SNES and esis — offered a solutio help 
maintai ore reasonable regulatory system for 
videogames. At the time, there really wasn't any- 
thing in place to restrict sales of graphic games, let 
alone to alert cautious buyers to the content inside 
the box. Nintendo and Sega actually got into a bit of 
a heated battle over the terms of regulating games 
such as Mortal Kombat, but in the end, the Entertain- 
ment Software Rating Board, or ESRB, was birthed. 


That said, the screaming behind Mortal Kombat 
didn't really hit full force until the game made its 
way onto consoles. Publisher Acclaim wisely gob- 
bled up the consol om Midway and de- 
cided to port the arcade version to the SNES and 
Genesis, releasing both versions on September 13, 
1993. Known as Mortal Monday, the advertising 
campaign was unprecedented for the time, with 
millions spent to ensure that cries of “Finish him!” 
would be heard in homes around the world. 


Because Nintendo was a very image-driven com- 
pany, it made the decision to sanitize Mortal Kom- 
bat on the SNES. Some fatalities were outright 
removed ane images of blood 
were color graya ant to come off as sweat. 
This was right around the time Sega was going the 
opposite direction, playing quite well into its earlier 
“Sega does what Ninten-don't” advertising mes- 
sage. The Sega Genesis version did indeed main- 
tain all the fan-favorite blood and gore from the 
arcade version of Mortal Kombat, but you'd have 
to input a code to access everything the game had 
to offer. Even that temporary block was a rather 
fitting metaphor for the fun that underpinned the 
Mortal Kombat appeal. Somewhat inaccessible, 
daring, exclusive, and completely awesome. 


Deaocy Gooo Fun 


ortal Kombat was in some ways a game of dis- 
. Most obvious was the fact that you had to 
approach its fighting system in distinctly different 
ways that deviated from the Street Fighter inputs 
of circle fractions and directional blocking. Mortal 
Kombat required a block button, and a lot of the 
powerful moves came from D-pad combinations. 
Juggling was a first for a fighting game, which sent 
your opponent airborne, kept aloft with continual 
attacking. It really was a differentiating experience, 
juggle fighting versus frame-cut fighting — and it 
solidified the idea that Mortal Kombat wasn't just 
taking on Street Fighter, but the world as well. 
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foes, Mortal Kombat had it all. ; 


And even if you inevitably r 
system, the coveted fatalitie 
ered through continuous effc 
though, they allowed for one of the first viral forms 
of fan-focused marketing. After all, finding out how 
to execute a finisher from a friend who found out 
from a friend was one of the game's most memora- 
ble contributions to the burgeoning fighting-game 
community, and made you anxiously await your 
next opportunity to quite literally execute these 
hidden offerings. 


stered the fighting 
had to be uncov- 
_More importantly 


From the very start, Mortal Kombat loved to include 
secrets to uncover, from hidden characters and 
Easter eggs to side games and random rewards. 
Some things could be uncovered through dumb 
luck or obvious specifics, but most would require 
enduring a long sequence of challenges. In the 
original Mortal Kombat, there were more than a 
dozen calculated movements and states you had 
to pay attention to while winning a round in The 
Pit to reveal a character known as Reptile, who 
made his way into a playable appearance in Mor- 
tal Kombat II. 


Even more interesting perhaps was the fact that 
Mortal Kombat 3 hid the entire classic game Gal- 
aga. And after the 250th playthrough, a game of 
Pong would come up. Dozens of fun little things 
here and there would crop up during extensive play 
in all the Mortal Kombat titles, adding to its calling 
card and increasing its appeal to both hardcore 
fans and newcomers alike. Amidst all the violence 
and controversy, the cheekiness and sometimes 
ridiculousness of minigames and hidden content 
reinforces that Mortal Kombat is never to be taken 
too seriously. 


TuHroucn THe Aces 


To date there have been 17 Mortal Kombat entries and 
four spin-offs, with the forthcoming Mortal Kombat X 
smartly paying attention to what made the original 
work so well in the first place. Obviously, shifts in de- 
sign philosophy and the growth of an industry have 
changed some things throughout the various itera- 
tions, but Mortal Kombat has somehow managed to 
maintain its heart and soul along the way. 


One of the more interesting choices regarding 
the first game's design was the palette swapping, 
which led to many combatants playing and feel- 
ing generally the same at their core. The individual 
character special moves were the big separation 
and added a unique flow to the battles. Mortal 
Kombat II didn't mess with fundamentals, but 
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io doubt that everything in the sequel felt 


~ meatie and more satisfying. The game felt bigger 


and bolder, with the shock value of Mortal Kombat 
firmly ine’ and fleshed out to an n more 
satisfying degree. New characters like 

showcased a better art style, and the technology 
and budget increases certainly added to the flavor 
of the new fatalities. And of course, let’s not dis- 


count the ridiculous “babalities” (you're a crying 
baby!) and “friendship” (kiss it!) finishers. 


Mortal Kombat showed no signs of stopping and in 
1995 Mortal Kombat 3 landed on the scene with an 
added run button and chain combos. While both 
could be argued as a bit of an unnecessary shake- 
up to the already-established fighting system, they 
would end up becoming a new staple for the series. 
Being able to break through walls and launch your 
opponent into another area was a touch | quite 
liked, but it didn’t survive into the next installment. 
All of this would take a back seat to the animaalities, 
however, which allowed you to turn into an animal 
and rip a body to shreds for a second finisher. 


While animalities are considered polarizing by 
some, they fit within this latest framework of the 
universe — a framework that was about to un- 
dergo a substantial reworking in Mortal Kombat 
4. This would be the last time the arcades would 
see a Mortal Kombat game and this would also be 
the end of the digitized characters that so distinct- 
ly defined the first three games in the series. The 
time was 1997, when 3D was now the norm, and 
the inevitable building blocks for this latest Mor- 
tal Kombat. Programmer Ed Boon was open about 
the challenge he saw in translating their stalwart 
framework into the world of polygons, but the re- 
sult ended up simply incorporating a modern pre- 
sentation more than anything, leaving the game- 
play itself to suffer a bit. 


After Mortal Kombat 4, numbers were dropped in 
all subsequent sequels, and fans were left with ti- 
tles such as Mortal Kombat: Deadly Alliance, Mortal 
Kombat: Deception, and Mortal Kombat: Armageddon; 
as a result, an increasingly critical fanbase started 
asking if there was any blood left to squeeze out 
of an aging lineage. Original creator Ed Boon re- 
turned in 2011 however, and the impressive result 
was simply called Mortal Kombat — a return to 
what feverish fans truly wanted. Now fully back 
on its game and enticing a whole new generation 
of fighters 23 years after its defiant debut, it’s a 
compliment to say that nothing else out there is 
quite like Mortal Kombat. am 
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It's time to get your hands bloody once again, because Mortal Kombat 
X is upon us! Since rekindling the fire of the franchise with 2011's Mortal 
Kombat (MK9), NetherRealm Studios has ramped up the graphics, game- 
play mechanics, and, of course, the gore to make this the most intense 
entry yet. What is it this time around that should get both MK vets and 
newcomers excited? How can a series as old as this, not to mention on 
its tenth iteration, pull out anything we haven't seen before? Here are 10 
reasons to get hyped for Mortal Kombat X. 


Savage Story 

Much like the previous Mortal Kombat and Injustice: Gods Among Us, the 
story in MKX is a top priority. The last game introduced a reboot of the 
events that took place throughout the original three games, and that trend 
continues with a remix of Mortal Kombat 4's plot. 


The disgraced Elder God Shinnok makes a return after the defeat of 
Shao Kahn, leading his Netherrealm army against Earth. Joining him are 
the fallen Earthrealm warriors, now resurrected and under the control 
of Quan Chi. With the help of Johnny Cage, Sonya Blade, and Kenshi, 
Raiden and Fujin are able to defeat Shinnok and trap him inside his own 
amulet. Quan Chi, however, manages to escape, which will lead to the 
game's events 25 years into the future, with old veterans and newcom- 
ers taking sides. 


Pitiless Presentation 

Making proper use of the current generation of consoles, MKX looks as 
jaw-dropping as the series ever has. Characters are more lifelike, back- 
grounds are more animated, and, of course, fatalities are gorier. The mo- 
ment you saw that brain slide out during one of Scorpion’s fatalities, you 
knew it got real. 


One of the nicer touches to the presentation, however, are the character 
intros. Every combatant has multiple lines to say to everyone else, even 
themselves! Johnny Cage, when in a mirror match, ponders how many 
clones of himself there must be, with the other quoting the famous High- 
lander line, “There can be only one!” The voice acting is surprisingly top- 
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notch, and those familiar with Mortal Kombat's lore are in for a treat. 


Violent Variety 

In pretty much every fighting game, each character fits a certain role and 
plays a particular way. That's why each character having three separate 
fighting styles, effectively playing differently from one another, is one of 
MkxX's most intriguing additions. 


Taking Scorpion as an example, there's the Ninjutsu style where the yel- 
low-clad ninja dual-wields swords, not too far off from his Deadly Alliance 
iteration. His second variation, called Hellfire, lives up to its name with a 
focus on fire-based moves, such as the Hell Ball and Flame Aura. Then 
there's Inferno, which enables the summoning of hellspawn minions in a 
very similar fashion to the way Noob Saibot utilized shadows in MK9. This 
interesting and innovative feature promises to make for a more exciting 
and dynamic experience than any other Mortal Kombat title to date. 


Cutthroat Kombat 

Introduced in Injustice: Gods Among Us, using the background to your 
advantage returns as a gameplay mechanic. This can range from escap- 
ing corner pressure by bouncing off a tent in the Marketplace to using 
a washed-up corpse as a makeshift projectile in The Kove. NetherRealm 
thankfully learned its lesson from Injustice, however, and toned down the 
effectiveness and frequency of these interactive objects. 


X-Ray moves also make a return to inflict devastating damage in ways 
that would make even the most hardened fans wince. Seriously, a lot of 
these moves could be fatalities in their own right, such as Kenshi’s tele- 
kinetic pushing of his sword through your cranium before stabbing you 
again right in the gut. It's a flashy way to knock off a chunk of health and 
possibly effect a comeback. 


Ferocious Fatalities 

Now we get to the real meat of Mortal Kombat; the fatalities! So, what 
new ways can you dismember your opponents? MKX doesn't disappoint 
here, especially with brutal examples like Kano blasting a hole through 


se 


the back of your head, or Ferra and Torr teaming up to give their foes a true 
“split personality.” 


Speaking of man’s inhumanity to man, brutalities also make a return, though 
in a different way than before. Instead of being a direct alternative to fatalities, 
they are enhanced moves that, when used at the end of a match in conjunction 
with a certain set of conditions (such as a throw), finish off the opponent in a 
more violent fashion. With over 100 brutalities in the game, fans will have a lot 
of blood on their hands finding them all. 


Deadly DLC 

Being a modern title, there is of course a bevy of DLC to purchase and enhance 
your experience. NetherRealm really went all out to make this extra content 
worth your while, though. 


To start off, those who preordered Mortal Kombat X will have access to the 
four-armed hulking behemoth Goro. Along with that comes the Kombat Pack, 
which is the game's version of a season pass that includes four characters and 
a boatload of skins. While seeing the likes of Tanya (from MK4) and Tremor 
(from MK: Special Forces) make a return is cool, it’s the addition of movie icons 
Jason Vorhees and the Predator that really makes getting the complete package 
worthwhile. Jax even gets a Dillon costume! Now you'll be pushing more than a 
few pencils around. 


Treacherous Towers 

Putting a new spin on the 2011 Mortal Kombat's Challenge Tower, the Living Tow- 
ers is an online mode that offers new trials for the most dedicated of fans to 
conquer. There are three of these Towers in total with new challenges that come 
in at varying times. 


There's the Quick Tower, which switches up its challenge every hour. This is a 
good way to get a small bit of experience without dedicating too much time. 
Then there's the Daily Tower, which as you can guess gives you a different chal- 
lenge daily. After that is the Premier Tower, a 15-stage romp that is meant for 
only the most skilled fighters. These plan to be available on specific days, name- 
ly holidays. The idea is to earn points and unlock rewards, offering more content 
than your average fighting game. 


Fatal Factions 
Probably the most exciting new addition to Mortal Kombat X is the Factions 
mode. At the outset you choose to affiliate yourself with one of five factions, the 


Lin Kuei, White Lotus, Special Forces, Black Dragon, and Brotherhood of Shad- 
ows. As yoikcompete against other players you'll win points for'your selected 
faction Winning factions-and_players-are then-declared_at-the-end of the week. 


A variety of rewards can be earned through participating in this mode. One of 
the best ones to earn, though, is the “faction kill.” These are essentially fatalities 
specific to certain factions, such as the special forces calling a drone to barbecue 
your head. As if the game didn't already have enough ways to mutilate our friends! 


Lethal Luck 
Looking for a whole new experience? Feeling a little lucky? The new Test Your 
Luck mode may be up your alley then. 


When starting a match you choose up to seven modifiers. These modifiers then 
turn into slots that inflict random changes to the match or to the characters 
themselves. These can range from something simple, like an infinite timer, to 
something completely off the wall, like Portal Kombat where, as the name sug- 
gests, portals randomly appear, sucking all who come into contact with them 
down through the ground and forcing them to reappear in midair. 


Test Your Luck is great as a “party mode” of sorts, especially since it can stack 
the odds in favor of someone inexperienced and make the game really fun and 
goofy. With loads of modifiers in play, no two matches will be the same. 


Mortal Mobile 

Want to experience all the gore anywhere and anytime? Mortal Kombat X also 
goes mobile in what is described as a “free-to-play fighting/card-battler hybrid.” 
Amazingly, a lot of the fighting mechanics and visual style remains largely intact 
for an iOS/Android release. Moves and fatalities are performed with taps and 
swipes on the touch screen, making optimal use of the platform. 


Still not sold? Playing this free mobile version of MKX can also unlock con- 
tent for the console version (and vice versa). What kind of content, you may 
ask? How about new costumes for some of your favorite characters? My 
personal favorite is the deliciously ironic Ninja Mime outfit for Johnny Cage. 
It may not quiet the cocky actor down, but you can certainly silence your 
foes all the same. 


So, no matter how you slice it, Mortal Kombat fans old and new have plenty of 
reasons to pick up the controller and play. Let us know which aspect of MKX 
you enjoy the most by tweeting us @ReadRETRO with the hashtag #MKxX! , 
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Trust me when | say that | was as surprised as anyone else with the 
announcement of Street Fighter V. It's rare enough for Capcom to 
leap by a whole numbered entry in its famous fighting-game fran- 
chise, but to also be console exclusive for the PlayStation 4? Now 
that caused tremors in the fighting-game community. 


While the exclusivity means less people will be able to enjoy it, more 
likely than not we wouldn't have even seen the game come into ex- 
istence without Sony ponying up the dough to make SF5 exclusive. 
Capcom's going through financial troubles, so it's good to see it'II still 
take a chance on Street Fighter. Now with SF5 in the works, we can 
move on from SF4's recent animal costumes and start getting hyped 
for the real next chapter. 


The gameplay videos shown thus far make one thing clear right off 
the bat: This is going to be a very pretty game. Fireballs cause par- 
ticle effects on impact, characters look super detailed, and stages 
(the one Chinatown-like stage shown so far, at least) are even more 
beautiful than any we've seen in Street Fighter |V's history. The de- 
velopment team is clearly making good use of the PlayStation 4’s 
extra horsepower to make a visually eye-catching game that both 
hardcore fans and casual passersby can appreciate. 


Having Ryu as one of the debut characters is a no-brainer, being the 
series’ frontman. One look at him, however, and you'll instantly take 
note of his “beefiness” and overall bulky physique. His moves now 
have added weight and impact. This could either be a visual thing to 
emphasize Ryu’s harder-hitting, small-combo style when compared 
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to other shoto characters, or perhaps it's more mechanical and we'll 
finally see Ryu make a big evolutionary step in playstyle akin to his 
Street Fighter II! iteration's. Either way, it's cool to see the vanilla 
“olain Jane” of the franchise meaner and more badass. 


Then, of course, there's fan-favorite Chun-Li, who debuted right 
alongside him. It’s good to see Capcom not leave her behind like it 
did in the first two SF3 games, otherwise we would've had a riot fol- 
lowed by several petitions, and ain't nobody got time for that. Her 
SF5 model looks a bit more youthful to me, if that's even possible 
(cue “Forever Young”). Overall, she’s different, but still as gorgeous 
and deadly as ever. In motion she has a fluidity that matches her 
acrobatic fighting style, acting as a contrast to Ryu’s slower, hard- 
er-hitting repertoire. 


One particular gameplay element that has everyone buzzing is the 
“instinct mode." In video footage you'll see either combatant pose 
and power-up, after which Ryu has electric fists and Chun-Li has a 
blue aura around her spiked bracelets. Activating this mode appears 
to add some interesting traits to moves. For example, each activation 
of instinct mode appears to add an extra hit to Ryu’s fireballs for 
the rest of the match, possibly limited to three hits total per fireball. 
Also, blocking this special fireball puts the opponent into a guard 
crush-like state, meaning you can hammer out a hadouken and re- 
main on the offense to keep a pressure game going. 


Going into instinct mode uses up all of your EX meter, meaning you 
have to decide whether you'll blow the entire bar for a power-up 


or dole it out in increments with EX versions of your special moves. 
Sound familiar, Third Strike fans? Of course, there's also the possibil- 
ity that the EX meter can be used for super moves a la SF4, but that 
doesn't seem all that likely to me. My guess is that supers are simply 
relegated to a revenge meter, like ultras are in SF4. 


Investigating instinct mode further, it appears to let Ryu chain to- 
gether moves that could otherwise not be chained. Is it possible we're 
seeing a bit of Street Fighter Alpha 2's custom-combo system make a 
return? Chains and links certainly seem to be a focus so far. 


In the original gameplay reveal trailer, there was a situation where 
Chun-Li pops Ryu in the air, then goes into an impressive air combo. 
This was then followed up by what looks like an off-the-ground (OTG) 
move. Both the air combo and the OTG make me think of the Marvel 
vs. Capcom series, particularly MvC3, so it's odd to see it in Street 
Fighter. 


Beyond Ryu and Chun-Li, we only know that Charlie will be joining the 
mix. He seems to be wearing what looks like a mind-control device, 
leading me to believe that Guile’s good friend (not to mention the 
best hair in the business) will be acting as a bad guy against his will. 
Is it Shadaloo’s work, or something else more sinister? 


Other characters I'd like to see appear include some favorites we hav- 
en't seen in quite a while. Alex and Urien from SF3 have long been re- 
quested, as well as Rainbow Mika and Birdie from Street Fighter Alpha. 
One request I'd love to make, but know it’s near impossible because 


of licensing, is Sakura’s rival Karin. Her rekka-style moves and count- 
er stances would be a sight to see performed with SF5's 3D models. 
C'mon, Capcom. Let's see the return of the rich girl! 


While | hope to see the return of things like guard crushes and a parry 
/ just defend system, what I'd most like to see in Street Fighter V is 
for it to be a little faster than its predecessor. I’m not talking MvC- 
like speeds, but rather something closer to the Guilty Gear games. 
Street Fighter |V was good, but felt a tad too slow for my liking, and 
I'm far from alone in thinking that. Get that down along with some 
solid mechanics, impressive visuals, and a fun, balanced cast, and 
Capcom will have me (and likely millions of others) on board the S.S. 
Shoryuken once again. 
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Familiar faces and niche newbies square 


off in the most gorgeous Tekken yet.>> -seserworkman 


®@ For years, Namco has effectively stretched its Tekken fighting series 
in a number of new directions, from involving fighting partners (Tekken 
Tag Tournament) to mixing it up with stars from other games (Street 
Fighter x Tekken) to a ridiculous bowling challenge (Tekken Bowl). In fact, 
it's done so across a 20-year span, starting on the original PlayStation 
and eventually transitioning to the newer consoles. 


This year, the current saga in the Tekken franchise will come to a close 
with Tekken 7, which was first announced last year during EVO 2014. 
This chapter will possibly conclude the Mishima story, in which grizzled 
fighter Heihachi and his ruthless son Kazuya have gone toe-to-toe, “kill- 
ing” off one another only to find that, surprise, they're still alive for one 
more round. Tekken 7 will supposedly close the chapter, while bringing 
plenty of fighting action to go with it. 


While some aspects of the game might be familiar, this will be the first 
in the series that utilizes the Unreal Engine 4 technology, which will no 
doubt make both the fighters and backgrounds appear more explosive 
than ever before. The game runs at a smooth 60 frames per second, 


and the fighting action is very fluid, whether you're knocking heads with 


Paul Phoenix or launching into a series of kicks with long-time favorite 
Marshall Law. 


Tekken 7 will continue to use the juggle-riffic playstyle that fans have 
gotten used to, but will also implement some new ideas. The first will 
be the new “rage arts.” You can activate these whenever your fighter is 
in low health, giving them one last gasp, as it were, to come back and 
win the match. 


In addition, a new system called “power crush” enables characters to 
keep hitting someone with a special move, even when they're being struck 
themselves. This adds some balance to the game, so that you won't be so 
easily interrupted when you're performing a combo or one of King's pow- 
er throws. However, you shouldn't use the power crush too much, as your 
opponent is likely to use theirs and destroy you in the process. 
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One other neat little feature is the game's ability to go into slow mo- 
tion when the end of a fight is near. This adds a dramatic effect and 
really shows just how powerful the final hit can be. 


Along with a number of favorites making their return, including Hwo- 
arang, King, Law, Phoenix, and others, the game will also introduce a 
number of new faces. 


First up is Katarina, a Latin America-based savate expert who is 
able to taunt her opponents as she is pummeling them. Word has 
it that she’s accessible and very combo-laden, so both newcomers 
and Tekken vets will have no trouble grasping her style and putting 
it to good use. 


Next up is the Italian Claudio, a fighter who has ridiculously styled 
moves that give him a nice amount of range. He shows off some sass 
during his fights, but backs them up with a proper balance of striking 
power and speed. He'll be a good one to learn as well. 


Finally, the fast-footed and somewhat mysterious Saudi Ara- 
bian character Shaheen will enter the fray alongside Lucky 
Chloe — an unpredictable character who hits hard with a pair 
of extendable arms and wings that provide her dashing capa- 
bilities — perfect for those who like to rush in when someone's 
least expecting it. 


Obviously, more fighters will be added as the game progresses toward 
its home release this year, so you can expect a full-blown roster when 
it arrives. 


With its combination of older and newer elements, a trailblazing new 
graphic engine to work with, and gameplay that will no doubt bring 
the fans in droves, Tekken 7 could very well be the turn of the tide for 
the series on both Xbox One and PlayStation 4. Best get your friends 
together now... Pf 


Publisher: 
Bandai Namco 
Developer: 
Bandai Namco 
Platforms: 
PlayStation 4, 
Xbox One 
Release: 

2016 

Players: 

1-2 players 
ESRB Rating: 
TBD 


® Hey Tekken X Ree : Fighter, ee you at? It's ee pee to three 
freakin’ years since your brother, Street Fighter X Tekken, graced us 
with his presence, and while that was kind of fun, we're bored now 
and you said you were gonna be here, like, forever ago. What gives? 


At least fighting game fans do have several potential-packed proj- 
ects to look forward to with the likes of Rise of the Incarnates and 
Soulcalibur: Lost Swords on the horizon, not to mention that Bandai 
Namco is working hard on a far bigger franchise under its purview, 
Tekken 7. Unfortunately for Tekken X Street Fighter fans though, it 
appears that we won't be seeing the crossover game for quite a 
while, and the silence is deafening. So, what do we know about it 
so far? Not a whole lot. Despite the lack of official information, let's 
run down what we can reasonably guess, assume, and postulate 
about this highly anticipated project. 


Judging from the teeny bit of art that’s been released, Evil Ryu and 
Devil Jin are going to continue the fight in Tekken X Street Fighter, 
and we can assume that both Jin and Ryu will be in it, which should 
come as a massive surprise to absolutely no one. We can also take 
it for granted that, considering how Street Fighter X Tekken had 
Street Fighter's light-medium-heavy attack system and how battles 
were fought on a 2D plane, that Tekken X Street Fighter will utilize 
Tekken's one-button-per-limb style. That means it will be very in- 
teresting to see how the Street Fighter characters we're all so used 
to whipping around the screen while unleashing super-fast combos 
will handle using the more methodical Tekken style, and this could 
potentially be an almost fatal flaw if they don’t nail it. 


Even though official announcements have been few and far be- 
tween, there was at one point an interesting poll on the Tekken 
Facebook page asking fans which characters from these popular 
franchises they most wanted to see in the game. While It was 
later revealed that the poll results wouldn't necessarily translate 


The ek anticipated fighter remains shrouded in mystery. 


by Aaron Dennis-Jackson 


into in-game content, it at least gave hardcore fans an idea about 
which characters the community would choose and which ones 
they would like to see Tekken-ized. Though no real surprises were 
found in the results — Ryu was up there, as was Akuma — it’s in- 
teresting to note that Street Fighter III's Q unexpectedly made the 
list, which is very cool, as it would be awesome to see him in this 
potential-packed crossover. 


So little has been made official about Tekken X Street Fighter that, 
apart from saying “this game still exists in some form and is some- 
thing I've wanted since 1996,” nothing is really set in stone. An- 
nouncements have been minimal since the title was initially made 
known, and it's only recently that Katsuhiro Harada has made some 
definitive statements about it. This includes the fact that 40 staff 
members are apparently still working on it, which could be a good 
or a bad thing depending on how you look at it. 


Don't forget, Tekken X Street Fighter was announced way back in 
2010. Obviously, that feels like a billion years ago to anyone who's 
anxiously awaiting the game, and yet Harada’s “40 staff” comment 
is cause for both optimism and concern. Thinking negatively, one 
could assume that the project has been anything but a priority and 
that this is a caretaker staff working on what could end up being 
a download-only title. With a more positive outlook though, one 
could fathom that TxSF is nearing completion, with Harada’s public 
focus on Tekken 7 meant to prevent splitting fans’ attention. I'm 
leaning toward the latter, and not just out of pure optimism; this 
game could be a handy little money-spinner for both Capcom and 
Bandai Namco if it's a fan-focused quality experience that earns the 
fighting game community's attention. 


Stay tuned, RETROheads. We're continuing to track Tekken X Street 
Fighter on behalf of the fighting-game fans who, like us, are anx- 
iously waiting to find out more official details. ma 


VAPORWARE?: According to director Katsuhiro 
Harada, Namco has a team of 40 developers 
working on the 7ekken X Street Fighter project. 
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REVI AAS CLASSIC 


PUBLISHER: 
Nintendo 


DEVELOPER: 
HAL Laboratory 


PLATFORMS: 
Nintendo 64 
RELEASE: 
04.27.99 
PLAYERS: 
1-4 players 
ESRB: 

T 


OUR RATING 


"n 


Sey sometimes face off against one opponent, or even have an unex- 


Smash on the N64 features 12 characters in all, including favorites 
like Mario, Pikachu, Link, and Samus, battling it out on enclosed 
stages with punches and kicks — and occasional special weapons, 
like a giant hammer (from Donkey Kong), laser guns, and bob-ombs, 
among others. 


The game's single-player component is probably its weakest part, 
as you're basically pitted against a series of Al opponents before 
facing off with a giant gloved hand. It's still respectable, as you'll 
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A BOLD MOVE BY NINTENDO RESULTS IN ONE OF THE 
BEST MULTIPLAYER EXPERIENCES ON NINTENDO 64. Robert Workman 


HAL Laboratory, you group of sly foxes. You came up with the con- 
cept of having iconic Nintendo characters face off against one an- 
other in combat, and it’s stuck with us ever since. The original Smash 
remains an important part of the series, despite its modest roster and 
fuzzy visuals. 


Up to four people can take part, and it’s here that Smash shows its 
true appeal. Brawls can easily go any player's way in a matter of 
seconds, but well-balanced gameplay means the fight isn’t over 
until it’s over. For instance, if you're down by a few “kills,” simply 
grab a hammer and send the other players flying. Consider the 
contest evened. 


While the presentation is a bit aged, there's still something sweet 
about HAL giving such a nod to Nintendo's franchises. The back- 
drops and music really pay tribute to these characters, right down 
to fighting atop McCloud’s Arwing or Yoshi's “love love” stage. Ob- 
viously, more variety comes with later releases in the series, but this 
is still a hell of a starting point. 


With so few characters to choose from and not many variations of 
modes, Super Smash Bros. for the N64 is the least-loaded in the se- 
ries. That said, it still earns acclaim for its addictive fighting action 
and Nintendo fan service. It's a history lesson you shouldn't miss. 
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IT’S NOT AS SPECTACULAR AS ITS SEQUEL, BUT IT SURE IS MARVELOUS. Robert Workman 


PUBLISHER: 
Capcom 
DEVELOPER: 
Capcom 
PLATFORMS: 
Arcade, Dreamcast, 
PlayStation 
RELEASE: 
01.23.98 
PLAYERS: 
1-2 players 
ESRB: 

T 


OUR RATING 


Capcom truly did something magical in its late-'90s versus fighters, mesh- 
ing together two great universes — its own alongside Marvel's — to create 
wonderful, fast-paced fighters. The tag-team tactic alone is brilliant, doing 
King of Fighters' concept one better by letting characters jump in when the 
situation calls for it, rather than simply waiting for their turn. 


Marvel vs. Capcom: Clash of Super Heroes goes a step further, introducing 
some excellent combatants while keeping the crazy fighting action we've 
come to expect. Strider Hiryu is probably a favorite, not only because his 
style is perfectly captured from the arcade original, but because he’s also 
a damn good fighter. 


What's great about Marvel is how it adds even more fighters to the mix, 
even if they just execute quick attacks. Everyone from Juggernaut to Ar- 
thur from Ghosts ‘n Goblins to Colossus can jump in briefly for a piece of 
the action, acting like the “strikers” of KOF. 


The tag-team fighting lets you use call-in tactics to save your butt when 
the situation calls for it, and, of course, team up for some devastating su- 
pers. Obviously, Marvel vs. Capcom 2: New Age of Heroes did it better just 
a couple of years later, but you have to appreciate that Capcom laid the 
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foundation for that later insanity 
here. 


On top of that, the team did un- 
paralleled work porting the game 
to the Dreamcast just a few 
months after the arcade release. 
The pixels are arcade-perfect, and 
the gameplay is really something, 
even if you're using the default Dreamcast pad over a 
stick. And that release would lead to even better 
fighters down the road, both domestically 
and overseas. 


While New Age of Heroes is legend- 
ary, the original Marvel vs. Capcom 
set a new standard when it came 
to pummeling friends or taking on 
various foes on your own. It's truly 
spectacular — the stuff of, dare we 
say, superhero superiority. tm 


CLASSIC REVI EWS 


SIDESTEP BATTLE ARENA TOSHINDEN IN FAVOR OF OTHER, BETTER WEAPONS-BASED FIGHTERS. “David L. Craddock 


Way back in the hazy days of 1991, Street Fighter I] cast the mold for 
one-on-one fighters. Four years later, Battle Arena Toshinden eschewed 
the Street Fighter du jour and dared to do something different. Rather 
than throwing fireballs and fisticuffs on a 2D plane, Toshinden’s fighters 
traded punches for weapons and circled around one another in full 3D. 
The resulting fighter worked better on paper than in execution. 


Battle Arena Toshinden’s cast isn’t much to brag about. There's the trav- 
eling swordsman on a quest to find his brother, the busty dominatrix 
who cracks a whip, an armor-clad knight replete with a giant sword, an 
old man who wears claws and tramples opponents from atop a giant 
ball, and a big dude with a club. Where Battle Arena Toshinden sets itself 
apart from the competition is in its 3D movement. Tap a shoulder but- 
ton and your character rolls into the foreground or background. 


Back in 1995, this simple maneuver was revolutionary. No longer 
were you stuck blocking projectiles or jumping over them and right 
into your waiting opponent's dragon punch. Better yet, Toshinden's 
characters roll instantly, so you can, say, get right in your opponent's 
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At a time when a lot of fighting games were doing the same old 
thing (from projectiles to dial-up combos), the striking Bushido 
Blade stood out. That's because Square Enix opted to make its 
combat more realistic than anything else on the market — it’s 
a “one-hit kill” sort of game. While that may not be everyone's 
cup of green tea, the game still holds great appeal, even after all 
these years. 


Bushido Blade deals with two rival groups — the Kage and the 
Shadow — as they pursue members who've broken from their 
ranks. As assassins catch up, you're forced to face them in tra- 
ditional combat, where a well-timed swipe can do real-time 
damage to arms or legs, or, even better, a quick impalement can 
conclude the match immediately. 


Such high stakes are what make Bushido Blade so appealing. Sure, 
you'll have to keep on your toes to avoid losing your neck, but 
this makes you enter each match with a sense of purpose. You'll 
actually have to prepare for your opponent's techniques, rather 


face, wait for them to attack, then weave around and pummel their 
exposed back. 


Aside from introducing sidesteps, Battle Arena Toshinden fails to do 
anything unique — or even particularly well. Characters move jerkily, 
and stiff controls make pulling off special moves an exercise in frustra- 
tion. More egregiously, Toshinden’s fighters and their armaments lack 
originality. There are four attacks, two light and two strong, which boil 
down to quick strikes or slow ones. Animations are insipid and clipped, 
leading to weapons that feel more like tacked-on extensions of limbs 
than unique fighting implements. 


Battle Arena Toshinden is like a child playing dress-up in its parent's 
clothes. It was released within the first 12 months of the PlayStation’s 
life, years before developers had tamed the hardware and imbued po- 
lygonal characters with fluid animations that looked like something out 
of a martial-arts demonstration. Even so, Battle Arena Toshinden unde- 
niably cracked open the door for true 3D movement in fighting games. 
It just took more developed successors to kick the door down. ta 


than going into autopilot and spamming canned combos. This is 
a thinking person's fighting game, and it shows. 


Square Enix did an outstanding job with the visuals. It set a 
precedent with open-world environments and staggeringly 
good animations — especially when you send an opponent 
reeling to the ground. The bamboo stage in particular is a real 
stunner, as you can slice objects in real time while swinging at 
your opponent. 


Replay value is questionable due to a slim character count (six in 
all) and the fact that not everyone may grasp what it offers. But 
for those select few who can truly appreciate such one-on-one 
depth, Bushido Blade can't be beat. 


Although it spawned a well-deserved sequel just a year after 
its initial release, here’s hoping that Square Enix revisits the 
franchise again someday, either with an entirely new reboot or, 
at least, a well-deserved HD treatment of the original. a 
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PUBLISHER: 
Takara / SCEA 


DEVELOPER: 
Tamsoft 


PLATFORMS: 
PS1, Saturn, 
Game Boy, DOS 


RELEASE: 
09.1995 (PS1) 


PLAYERS: 
1-2 players 
ESRB: 

T 
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BUSHIDO BLADE 


PUBLISHER: 
SCEA 


DEVELOPER: 
Square Enix 


PLATFORMS: 
Psi 


RELEASE: 
10.25.97 


PLAYERS: 
1-2 players 
ESRB: 

T 


OUR RATING 
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REVI EWS CLASSIC 


PUBLISHER: 
Capcom 
DEVELOPER: 
Capcom 
PLATFORMS: 
Arcade, TurboGrafx-CD 
RELEASE: 
08.30.87 
PLAYERS: 
1-2 players 
ESRB: 

NA 


OUR RATING 


PUBLISHER: 
Bandai 


DEVELOPER: 
Natsume 


PLATFORMS: 
SNES 
RELEASE: 
09.01.95 
PLAYERS: 
1-2 players 
ESRB: 

E 


OUR RATING 
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MOST INFLUENTIAL FRANCHISES. 


Everyone knows about how Street Fighter I] revolutionized the fight- 
ing-game genre, but where there's a sequel, there must also be an 
original. Street Fighter marked the first time Capcom tried its hand at 
a competitive fighter. Little did it know that this humble experiment 
that deviated from the typical beat-em-up genre would be the spark 
to one of gaming's most celebrated franchises. 


Two characters face each other in one-on-one combat until one of 
their health bars dropped to nothing. There are six buttons, three 
each for punches and kicks, effectively introducing this particular lay- 
out for the first time. Controls are a bit rough in Street Fighter, espe- 
cially when going back to it after experiencing its far superior sequel. 
Attacks feel delayed, which is probably most noticeable when using 
the same button consecutively. Sorry, kids, no button-mashing here! 


Special moves are also difficult to pull off with their airtight command 
inputs. If you can master how to execute Ryu’s classic hadouken, 


MORPHINOMENHL ¥ 
GOGO ROWER BANG ERSn. 


It's Morphin’ time! 


Mighty Morphin Power Rangers: The Fighting Edition does a pretty 
nice job in regards to its presentation. The theme song is well rep- 
resented here in 16-bit form (although plays way too much), and all 
the characters are big and colorful when facing one another. Every- 
one is depicted here faithful to how they look on the show, although 
their portraits take up too much space when in combat. Also, why 
do we need their portraits to begin with? Did the developers think 
we would suddenly forget who was in the match? 


Story Mode has you pick either the Thunder Megazord (lead by the 
Red Ranger) or Mega Tigerzord (lead by the White Ranger) as you 
face off against all eight characters. Why the Power Rangers choose 
to fight amongst themselves when Lord Zedd and his monsters are 
running amok is beyond me, but then again, it would make for a 
considerably shorter experience if they didn’t. When defeating the 
monsters, you're treated to a pretty cool cutscene where they blow 
up as you look away in epic action movie fashion. Like | said earlier, 
the presentation here is pretty spot-on. 
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IT WAS A LESS-THAN-STELLAR START FOR ONE OF THE INDUSTRY'S 


+ David Giltinan 
shoryuken, and hurricane kick moves here, then more power to you, 
especially considering the devastating amount of damage they inflict. 


On a bright note, Street Fighter's graphics were amazing for the time. 
Backgrounds in particular really pop with great color and depth. 
Characters, on the other hand, feel pretty bland with some uninspired 
designs. In retrospect, fighters like Birdie, Gen, and Adon lead into 
some great additions later in the Street Fighter franchise, but here 
they are not much more than typical stereotypes with no real inter- 
esting backstories or traits. The fact you can only play as Ryu (or Ken 
when in versus mode) also limited the fun. 


Street Fighter is rough around the edges, but by no means unplayable. 
It laid the groundwork for the fighting-game series we know and love 
today, and for that it holds a special place in history. ma 


On the other hand, the 
gameplay isn’t terribly 
deep, but serviceable 
enough. Power Rangers 
uses a four-button lay- 
out to perform special 
and super moves with 
their properties being 
affected by a bar that 
fills up and depletes 
on its own. Time your 
moves in time when the bar is maxed out to pull off more powerful 
attacks. This gives combat a bit of a rhythm that takes some getting 
used to. 


If you're a fan of the show, Mighty Morphin Power Rangers: The 
Fighting Edition will serve as a pleasant romp for a short time. It’s a 
decent fighting game overall, but not to the same level as Teenage 
Mutant Ninja Turtles: Tournament Fighters, and nowhere near Street 
Fighter II. 


THE BILESTOAD 


CLASSIC 


BEFORE MORTAL KOMBATSPLATTEREDITS FIRST 
OUNCE OF BLOOD THERE WAS THE BILESTOAD. “Mike Kennedy 


Acquainting myself with my new Apple llc began with a 
friend loaning me his entire case of floppy disks. The first 
game | pulled out and played was The Bilestoad, and it not 
only introduced me to the wonderment of computer com- 
bat, but raised the bar so high that it is still one of my favor- 
ite fighters to this day. 


The Bilestoad, which is a derived from the German words 
Beil (axe) and Tod (death), pits two “meatlings” against 
each other in a top-down duel across a vast virtual-reali- 
ty island complete with onscreen radar for tracking down 
your opponent's whereabouts. The articulated movement 
of the meatling’s axe and shield-wielding arm was a sight 


BOXING 


to behold in the early ‘80s, as was the graphic bloodshed 
of lopping off your opponent's arm. Oh, and did | mention 
decapitation? Yes, this was a big draw, even before the 
fighting-game controversy of years later. 


The Bilestoad's one major drawback was the keyboard 
control that required no less than 10 buttons, used for 
everything from swinging your axe or shield inward and 
outward to turning clockwise or counterclockwise and 
running forward. Any game that the programmer authors 
under a nom de plume (Marc Goodman used Mangrove 
Earthshoe) to protect him from potential controversy and 
stigma deserves a look in my book. 


JUGGLE YOUR OPPONENT AGAINST THE ROPES IN 
THIS HEAD-TO-HEAD CLASSIC. Mike Kennedy 


Many times the simplest games are the most 
fun. Take Activision's Boxing for the Atari 2600, 
which offers only a top-down view of two rather 
archaic boxers. Their smoothly animated arms 
and face with protruding nose move around the 
screen just begging to be slammed back and 
forth. The controls are simple yet rewarding — 
you navigate your boxer around the ring with the 
joystick and use the button to throw a barrage 
of punches. You have two minutes to score more 
points than your competitor or until one of you 
gets knocked to the floor. Score one point for 


KARATEKA 


each long jab and two points for close power 
punches. 100 points are awarded for a knock- 
out. The game's programmer, Bob Whitehead, 
masterfully set the computer opponent's Al to 
improve as it falls behind, so watch out if you get 
too far ahead! 


Even though a round of Boxing only lasts two 
minutes, it keeps me coming back for more — 
especially when playing head-to-head with a 
friend. As a result, Activision's Boxing is a classic 
knockout. am 


FLUID GRAPHICS AND INTUITIVE GAMEPLAY AMAZED, AND 
HELPED COMPUTERS GAIN GROUND ON CONSOLES. "Mike Kennedy 


Before Jordan Mechner’s magnum opus Prince of Persia 
was released in 1989 came his first game, Karateka. As 
the action begins “high atop a craggy cliff,” you're faced 
with fighting your way, one increasingly difficult oppo- 
nent at a time, closer to the captive Princess Mariko who 
is being held by the evil warlord Akuma. One by one Aku- 
ma points his minions (and a @!#?@ pet hawk) your way, 
as you aggressively run toward the castle in hope of the 
perfect rescue. 


Fighting involves mastering a series of offensive moves. 
Life bars display under the field of play, and extend either 
left or right depending on the hits you give and receive. 
Hits given or taken to the head will inflict more damage 
than lower attacks. As in many of Karateka's successors, 


balancing the timing of your attacks with a defensive 
retreat is critical. Mechner's fluid character animations, 
pseudo-3D graphics, and parallax scrolling backgrounds 
were revolutionary at the time. Complementing the 
graphics, Karateka's sound effects and music were min- 
imal yet effective and even featured some early voice 
synthesis. 


Karateka was a difficult game to get through, though, as 
you had a single life to complete it. Dying would result 
in you having to start your rescue attempt all over again. 
Strewn throughout the game were dark, deadly secrets 
that would immediately result in your death (and cause 
you to cuss under your breath), but this trial-and-error 
gameplay added to the replayability. 


GAROU: MARK OF THE WOLVES 


SNK'S MEMORABLE ARCADE FIGHTER 
TRULY LEFT ITS MARK. Mark Kaminski 


| have to admit, | missed out on Garou: Mark of 
the Wolves when it was originally out in arcades 
(and | wager many of you missed it as well). 
However, | was lucky enough to score a four-slot 
MVS cabinet for a mere $175 at auction seven 
years ago, with this cart in the cab. Now | can't 
praise Garou enough. 


Having cut my competitive gaming teeth on fight- 
ing games in the ‘90s, this game feels like the SNK 
answer to Animal from the Muppets — bright, col- 
orful, amazingly technical, well balanced, loud, in 
your face, and pulse pounding. | love the fact that 
it isn't overly difficult to get into. This is the bass 


guitar of fighting games: beautiful and fun to start 
playing, yet difficult to master. 


With unique and thoughtfully designed backgrounds 
plus 12 well-balanced characters, Mark of the Wolves 
is easily one of SNK’s best-looking and -playing fight- 
ers. There's a reason this technical game is still played 
competitively today, 15 years after its initial release. 


Mark of the Wolves has truly left its mark and serves 
as a testament to SNK’s influence on the genre. If 
you're looking for a classic to add to your fighting- 
game collection, you'll be well served to pick up 
Garou: Mark of the Wolves immediately. 
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PUBLISHER: 
Datamost 


DEVELOPER: 
Marc Goodman 
PLATFORMS: 
Apple Ile/c 
RELEASE: 

1982 

PLAYERS: 

1-2 players 
ESRB: 

NA 
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PUBLISHER: 
Activision 
DEVELOPER: 
Bob Whitehead 
PLATFORMS: 
Atari 2600 
RELEASE: 
07.1980 
PLAYERS: 
1-2 players 
ESRB: 

NA 


OUR RATING 
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PUBLISHER: 
Broderbund 
DEVELOPER: 
Jordan Mechner 
PLATFORMS: 

Apple Ile/c, Amstrad, 
Atari 8-Bit, C64, ZX Spec- 
trum, Atari 7800, NES 
RELEASE: 

1984 

PLAYERS: 
Single-player 

ESRB: 

NA 


OUR RATING 
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PUBLISHER: 
SNK 


DEVELOPER: 
SNK 


PLATFORMS: 
Arcade 


RELEASE: 
11.26.99 


PLAYERS: 
1-2 players 
ESRB: 

NA 


OUR RATING 
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REVIEW 


PUBLISHER: 
Messhof 


DEVELOPER: 
Messhof 
PLATFORMS: 

PS4, PS Vita, PC, Mac 
RELEASE: 

10.14.14 

PLAYERS: 

1-2 players 

ESRB: 

T 
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CURRENT 


Do it for the worm. » pavia cittinan 


What better way to describe Nidhogg than as the ultimate 
head-to-head duel? Indeed, this is a simple game to wrap 
your head around and play, but it also pulls off being in- 
sanely fun despite the basic premise. Let me explain. 


Two solid-color characters face off, equipped with fenc- 
ing swords. Whomever obtains the first kill must imme- 
diately rush to their opponent's side of the arena. If you 
make it all the way to your opponent's final screen before 
they kill you and sieze momentum, you'll win the honor 
of being devoured by the giant serpent Nidhdgegr. That's 
pretty much it, but the way you can snatch victory defies 
that simplicity. 


While holding your sword, you can position it high, mid, or 
low. This can be used offensively to find an opening for a 
deadly poke, or to defend against said pokes. If timed right, 
a player on the defensive can even disarm their opponent to 
make them an easier target. It’s easy to get a handle on the 
controls once you see the game in action. 


you're defenseless, though. While reach is not in your fa- 
vor, you can still punch if in close range, or make use of the 
more effective dive kick to knock your opponent down. You 
can also run and roll or cartwheel your way in to find that 
sought-after opening. No matter what position you find 
yourself in, skill and a little luck can lead to victory. 


with a swinging chandelier, some caves, a construction site 
area, and, undoubtedly the least-popular, a neon-colored 
celestial environment that would put Star Wars’ Cloud City 
to shame. That last one is bad, not so much for the crum- 
bling platforms that make you fall to your death, but more 
for the bright, colorful background that can make it diffi- 


: cult to see the characters. Other than that, the other stages 
work well, introducing different platform setups and tight 
: corridors that force you to think of a different approach. | 
just wish there were more than four of them. 


Although the real fun in Nidhogg is the multiplayer, online 
: seems surprisingly vacant. Not once was | able to find a 
player through matchmaking. It's unclear to me whether 
: this is a technical issue, or if there really isn't anyone play- 
ing. It's either shame on the developer for this technical 
: misstep, or shame on gamers for overlooking this fun, mul- 
tiplayer experience. Regardless, get a friend on the couch 
and duel it out like in the old days for maximum enjoyment. 


: There is a single-player mode also, but it’s nothing more 
than a gauntlet through many multicolored Al opponents. 
: It's bland and lifeless with nothing much to offer outside 
of trophy hunting. Perhaps in a sequel we can see a push 
: for better presentation, or even one-versus-two handi- 
cap matches. As it stands, single-player seems like it was 
: slapped together without much thought. 

Just because you might be without a sword doesn't mean 

: It may sound like I'm being highly critical, but in its natural 
competitive setting, Nidhogg is just about the most fun you 
: can have. This is a game that lives and dies by its local mul- 
tiplayer, but it does it so well that I'm willing to overlook the 
: barebones presentation and Flash-style crudeness of the 
characters. There's a certain charm to the latter, in fact, that 
: makes it rather endearing. 

Then you have the different stages, which consist of a castle 

: If you're looking for an interesting and exhilarating multi- 
player game to jump into with friends, there are few that 
: do it better than Nidhogg. Matches are frantic and exciting 
to watch — even if you're on the sidelines waiting for your 
: turn. Just don’t expect much more than that and you'll have 
a grand ole time. fa 


PROS/CONS 


Easy for anyone 
to pick up and 
play 


(a) Local multiplayer 
is really fun and 
thrilling 


Just as 
entertaining to 
watch as play 


Online 
multiplayer 
seems 
nonexistent 


Flash-quality 
animations 


The cloud stage 
is distracting 


PUBLISHER: 
Aksys Games 


DEVELOPER: 
Arc System Works 


PLATFORMS: 
PS3, PS4 


RELEASE: 
12.16.14 
PLAYERS: 
1-2 players 
ESRB: 

T 


OUR RATING 


Heaven or Hell? Why not both? »vavid cittinan 


Having grown up with Guilty Gear, | was super excited 
to hear about the fifth game of the franchise making its 


to its release was like a runaway hype train on a col- 
lision course with greatness. Finally, we were moving 
on from BlazBlue for the (in my opinion, anyway) more 
superior property by developer Arc System Works. 


suals. Each entry in the franchise has impressed in this 
department, but this one really goes above and beyond. 
For the first time characters are 3D models instead of 


ters have never looked better than they do here. It's like 
an anime brought to life. 


This goes doubly so for animations. Veterans of the 


are performed with added frames and fluidity. It's damn 
impressive! 


If you care at all about Guilty Gear lore, Xrd does its 
damnedest to make it worth your while in Story mode. 
| was never totally engaged with the overarching plot, 
but the way characters interact with one another is re- 
ally well done. Playing Arcade mode will give you the 
beginning of the plot through the selected character's 
point of view which, when completed, leads directly 
into the game's non-playable Story mode. 


first entry to include English VO for our beloved Guilty 
Gear characters. It takes a little getting used to if you 
grew up with the series like | have, but certain voices 
fit well (Axl) while others fall flat (Ramlethal). Then 
there's Slayer who clearly took “How to Talk Like Sean 
Connery” classes. Overall, core fans will likely want to 
switch to the original Japanese performances. 


: the addition of gold and purple Roman cancels, and a 
: clash system that can randomly cause “danger time” 
way to PlayStation 4. Watching the trailers leading up 
: counters” which deal 20% extra damage. Then there's 
the “just defend”-like mechanic of blocking right when 
: you're about to be hit for frame advantage, and also 
“blitz shield,” which stuns the opponent for a moment 
: to counter — unless, of course, they blitz you right back. 
In Guilty Gear Xrd, the first thing you will notice is its vi- 

: All this sounds like it can be overwhelming for the av- 
erage gamer, especially if you're entirely new to the 
: Guilty Gear franchise. Luckily, there’s a well-done tu- 
sprites, which makes for some epic moments utilizing 
the free-ranging camera. To put it simply, these charac- : 
ing down the usefulness of each move and when it's 
: best to perform them. Fighting games are notorious 
for being difficult to learn, so this is a very welcome 
: addition, even if you just need to shake off the rust. 
Guilty Gear series will recognize the way familiar moves 

: The online mode makes some nice advancements 
on one hand while making life more difficult on the 
: other. While the net code works great for the most 
part, complete with displaying how many frames of 
: lag there are during a match, setting up fights with 
friends can be a burden. Why there isn't a simple “in- 
: vite friends from party” option is especially mind-bog- 
gling. At least both the PS3 and PS4 versions run on 
: the same servers, so you won't be leaving your last- 
gen friends behind. 


to occur. If this activates, counter hits turn into “mortal 


torial mode that will have you performing combos in 
no time. Even advanced tactics are shown here, break- 


| haven't even gotten into one of the new characters, 
Voice acting is an interesting mixed bag. This is the : 
lenge mode that throws different objectives at you 
: to complete, or the awesome metal soundtrack that 
never fails to get you amped up, or the Library which 
: is rich with Guilty Gear history and information, even 
on past characters (still miss you, Testament). This is 
: one of the more content-rich fighting games around. 
Whether you're playing alone or against other people, 
: you won't feel shorted in the least. 
But the gameplay is quite simply fantastic. Air dash- 


ing, Roman cancels, and bursts are all still intact with Guilty Gear is back, baby. Let's rock! ia 


the bedridden dream master Bedman, or the chal- 


PROS/CONS 


© Amazing visuals 
make it feel like 
an anime that's 
come to life 


© Deep fighting 
system that's both 
complex and 
rewarding 


© So many modes, 
including an 
excellent tutorial 
for newbies 
English voices are 
hit or miss 


Cutscenes 
can feel a tad 
disjointed 
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y Tiu Kang and Street rene as 


im the star of Samurai Shodo} 


¥ 


@ as ‘SF2~eKonami shook the genre 
when it*placedithe health bars,in’Martial Cf 
the bottom of thescreenlinstead of the top. 


Amid the clones clogging arcades, two games 
|stepped out of Capcom's shadow, Mortal Kombat 
showered players in gore by awarding victors the op- 
portunity:to sever heads, rip. out spinal cords, and:tear 
beating hearts from chests. SNK's Samurai Shodown 


Vj . deviated even further from SF2's formula. Trading-fist-"_ 


¥ icuffs for polished steel, it garnered a cult following and 
J spawned over a dozen sequels and spin-offs: 


Then, at the height of Samurai Shodown's popularity, financial 
troubles bled SNK dry, leaving its fate uncertain. 


; Fittingly, the man who had created SNK; only to later leave 
in defeat, was the one who stepped upto save it: 


_ EikichieKawasakisfounded S 


MVS arcade 


*s,easier to maintain and update. ix 'F a8 


(short for Shin NihonKikaku, which translates 
to “New Japan Project” in Japanese) in 1978 to manufacture hardware com- 
ponents for businesses. His priorities changed when coin-op games like Space 
Invaders stirred everyone from school kids to straight-laced executives into a 
quarter-spending frenzy. Watching the rapid growth of arcades with mount- 
ing interest, Kawasaki decided to expand and dpened a coin-op division of 


. SNK. 


2 


While its first wave of software was derivative of shoot-em-ups like Space 
Invaders, SNK broke néw ground in 1989 by revolutionizing arcade hardware. 


“Eafly coin-op games contained special circuit boards wired to play a single | 


game. To make efficient use of limited floor space, arcade proprietors had to 

open the cabinet, rip out the guts i old games, and rewire them When hot * 

new games hit the scene. Even the display had to be switched out. 2 : 

n for proprietors who wanted to. save space and avoid the head- 

; 9 Geo Multi-Video System (MVS). MVS 

nets ran on hardcover-book-sized 

rtridges instead of circuit boards, and a 

hs ‘could hold as many as six carttidges. : 
| When a new SNK game arrived, all pro- 

© prietors had to do was pop open the cabi- 
net and plug in a cartridge. 


When Street Fighter Il took arcades by = 
== ‘ storm, SNK entered the fray with Fatal Fury: i 
: King of Fighters, a fighter designed.around * « 
MVS hardware and bearing a subtitle A 
- that bluntly stated SNK’'s opinion , 


Sine a 
Cs = = on where its game Yanked against 
2 Ny - * / ~ 


Capcom's. Despite impressive an- 

imations-and,.a fighting system de- 
pendent: on perfectly-timed attacks, 
which appealed to hardcore players, 
Fatal Fury failed to steal much attention 
from SF2, ‘ ig ‘ 
Determined to carve out aniche inthe *- 
crowded genre, SNK took a different 
o its next fighting game, Sa- 
ation was simple: 


= 


achines used 
cartridges insteatiof circuit boards 
to store games, making them 


s 
r 
a F 


murai Spirits would do the.opposite. 
Out were fisticuffs, in were weap- 
ons spanning shurikens, .claws, a 
massive sickle’ affixed to a chain, 
anda slew of swords, most.pf Jap- 

anese design. Instead of letting 
| you. cower on the far side of the 
_screen and spam fireballs, Samu- 
rai Spirits emphasized quick yet . 


. i “905,) publishers equated the 
memory footprint-of games with quality. 
In Samurai ovin's case, quantity and 

~ quality d up. 


%. 
furious pace. 
: ; 


personality. Characters were\ car- 
| toonish, but moved fluidly and 

wielded their weapons realiftically. 
Dealing @ crushing blow ‘triggered a slow-mo effect, and’ the referee trailing 
both fighters held up a colored flag to denote who had scored the hit, elic- 
iting cries of delight or dismay from partisan onlookers. In the background, 
authentic Japanese instruments such as the shakuhachi, a wooden flute, and 
the shamisen, a three-string with & square base, gave each fight an atavistic, 
high-stakes feel. : . 


. Mm i-2PL AYERS 


’ 


. 4 a , 
In'dn era When the term “arcade perfect” usually meant “almost but not quite,” 


SNK delivered a perfect adaptation of Samurai Spirits for its Neo Geo Ad-" 
vanced Entertainment System (AES) console in August 1993, the same month 


it debuted on MVS in arcades. The only sticking point was the exorbitant price 


U points: $600 for the AES, and $200+ per game. Samurai Spirits’ renown'grew.» 


when an American version arrived under the hame Samurai Shodown. In. addi- 
- tion to delivering an AES version, SNK targeted Super NES, Genesis, and othér 
consoles popular in the west. ‘ 
= . .¢ 


_ As Samurai Shodown nae tonew pletion ms, the growing fanbase demanded * 
_a sequel. SNK was bape to (o) 


o While Capcom iterated on 


ci Il from the ground up. Designe ] 
You could roll backward out of hart : 
A and dart in for the kill. Another defensi 


Just before an attack landed, you could 
challenger. Parrying was celebrated as highly 
Pear againina fighting game until 1997's Stree 


POW meter. Once topped off, you could pull off flashy moves ike the power 
special, which shattered ‘the opponent’ s Weapon. Empty-handed players had 
2 ‘to scramble to survive until 2 a character.in the background tossed them a re- 
ay : placement. 


. < 
” Other improvements favored agcveeion parent "attacks filled up your 


- 


° 4 sieue / 4 re ; 
. Boasting & cavalcade of new features as well as a more responsive control 


« scheme, Samurai Shodown ll-earned widespread praise. Electronic Gaming 
‘ Monthly awarded the ‘AES version 9 out of 10. GamePro, although unhappy 

with a few imbalance issuestbetween characters, lauded the game for its me- 
‘chanical improvements and stunning hang carte art. GameSpot went so far 


Everything, Street Fighter II did, Sa-* 


powerful strikes that established a 


Every facet of Samurai Spirits oozed, 


once againretool mechanics to keep the Scns fresh. What no-one saw com: 


‘ing: was just how fat SNK would go. ’ / va (8 


Zt 


‘> 


e Pe thetically, Samurai Shodown UI had little in’ comma with its predecessors. 
The cartoonish visuals had been replaced with’ a darker art direction, and the. 


change in tone carriedover to the characters. Each character came in tw6 
flavors: Chivalry and Treachety. Choosing Chivalry gave you the virtuous: form 
ofa character, while, Treachery presentég ar an evil Bcrerorr 


‘ : ee 


_Other Hechanical oR nees elicited rumblings from fans. The first tWo games’ - 


“had usedsweak, qgediurn: and hard slash Buttons. Samurai Shodown Ill added 
a fourth button, ‘kick, which caused concern among deyotees that SNES 
shying away from the series, weapons- only roots. More worrisome was a shift 

ay from single, hard-hitting strikes in favor of cancellations, moves that 


«could be segued into another move — the same process used to chain togeth- 


er combos in Street Fighter. I. ie 
am . ‘ xX a 


of changes such as the ability to slip 
around * Opponents and attack their 

im, panned wild 
“|. character li nces, the-needlessly. 
gritty.art-style, and trifling gameplay 
| differences between Chivalry and 
Treachery, which boiled down to a 


few different moves depending on.the 
style you chose, 


Ee the POW <= let you perform 
special attacks such as shattering your 
* opponent: 's‘weapon. ; > 


SNK took the criticisms lobbed at Samurai Shodown III to heart. Character bal- « 


ance received more attention in Samurai Shodown IV, and mechanical changes 
included pressing two buttons to initiate an opening strike that you could fol- 
low with a series of strikes strung together in a combo. 


Althoug gh Sora! Shodown IV returned to a more whimsical aesthetic and 
5 ce.one jarringly 

a round, you coul forn 

t starte 


ners did introd 


a suicide move that 
OW meter for the 


sreturned e series to 
ai Shodown retu pe tof a 


a) el cc itr fans, 
o assume that every NP 


character from previous itera- 
tions would carry over to new 
ones, SNK changed up Sa- 
murai Shodown's roster fairly 
often. The only constant was 

7 5 Haohmaru, a wandering sa- 
murai. Like SF2's Ryu, Haohmaru wears a white gi and meanders the globe in 
search of competition. . 


the ‘similarities. endéd there: Ryu is stoic and clean-cut, while Haohmaru 


~ Wwears’an: arrogant smitk, lets” his hairrun wild, and blesses his weaken with 


liquor: Delors gt Begins. 2 : Bs yore é : 


Samurai Shodown Ill fell flat: While crit- 
ics» gave it high marks and approved * 


‘maneuver. | you ; 


Phe 


SAMURAI SHODOWN — - = 


DOIBHIZO 


eeeeescoe/. f= .2 22222222225 


nS sf nae 


[rvseeeoe ae 
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As the series progressed, Samurai Shodownls fatalities grew 
more graphic. 


When a character's life bar dropped to 25 percent 
it flashed red, the signal for you to execute finish- 
ing moves that usually involved cutting your victim 
in two. SNK censored home versions of the games, 
changing the color of blood and removing fatalities. 


Unlike in Mortal Kombat, though, you didn't have 
to input a code if you wanted to see red. SNK sup- 
pressed violence in the AES editions of Samurai 
Shodown by hardware instead of software. Playing 
the North American version on a North American 
AES showed white “sweat” instead of blood, but 
plugging the same cartridge into a Japanese AES 
reverted sweat to blood. 


OFF the Veaten Pati 


SNK tried to grow Samurai 
Shodown's cult following by 
transplanting the characters 
and ideas across as many 
genres and systems as pos- 
sible. Shinsetsu Samurai Spir- 
its Bushido Retsuden was an 
RPG released for the ill-fated 


NEOGEO OCKET.. seosee r0cnet smeny cxwuige 


Neo Geo CD that followed 
the story-driven conventions of most JRPGs. 


SNK's ill-fated Hyper Neo Geo 64 platform hosted 
Samurai Shodown 3D 64, a 3D game in the vein of 
Virtua Fighter, and the Neo Geo Pocket Color got a 
conversion of the game called Samurai Shodown! 
The 3D entries in the core series continued with Sa- 
murai Shodown: Sen on Xbox 360. 
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Death aid Detieeh - 


. By early 1995, the.advent of PlayStation had sealed 
the fate of the Neo Geo AES. Sony's debut con-, 
sole launched for $299, half the pice of the aging 
gr AES. Worse yet for SNK, affordable consoles had 
* achieved a level of graphical Fidelity, previously 


“exclusive _to*arcade games’ — and the MVS hard- » 


"Ware. Over 1998 and ‘99, SNK shuttered its coin- 


| ®p Pree WtNe es x 
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Thexorbitant price of the AES andits library of games pede) 
it attaifableonly t to hardcore gamers with means: 


: ie a : 


. “9 


Pounder Eikich® 1 > a -buy- ~ 


* out from Atuze, a company known for making 
pachinko machines. Aruze shifted SNK's focus to 
third-party development for the PlayStation and 
other consoles, but-channeled the bulk of resourc- 
es into manufacturing pachinko machines fea- 

- , turing SNK's: characters, leaving its development 
"teams underfunded. Frustrated, Kawasaki and 
several other SNK executives left the company. 

° 


. 
- 


‘On October 22, 2001, the publisher filed for bank 

“ruptcy, leaving the futuré of Fatal Fury, Samurai 
Shodown, and other properties in jeopardy. Fortu- 
nately, Kawasaki had a plan. 


« 


Anticipating Shiga demise, Kai 


Pe: of the series’ al 4 


reaction when SNK Playmore announce 


a relatively unknown studio that had-made-a few 
simulation and board games for PlayStation Agi 


Fans needn't have Worried. Samurai Shodown V 
set an even faster pace, and overhauled mechan- 
ics to spice things up and address longstanding 
criticisms, Yuki and SNK scrapped the Chivalry/ 
Treachery. system and concentrated on honing a 


be handing development over to Yuki Enterprise, 


©» single fighting style per character. A context-sen- | 


sitive defense button salad you eater posts / 


months later. It was one of the final games released 4 
for the AES. Two’ years later, SNK Playmore took 

back ‘the reins to develop Samurai Shodown VI. The 
devéloper invited fous,new characters and seven * a 


_ familiar, facés who had been out of action’ since * 


Samurai Shodown Il to rejoin Samurai Shodawn V's, 

roster of 28, giving fans the chance to engage in 

dfeam match-ups. Six fighting styles were at each 
charaeter's disposal, each modeled after the num- ag 
bered games in ie enduring series. * 


While Samurai Shodown néver enjoyed the main- 
stream success of Street Fighter and Mortal Kom- 
bat, fans inue toshold it in high regard for its 


unique characters and gameplay. It was one of 
the first fighting-game series founded on weap- 
ons-based combat, the first to feature parrying, 
and — in SamuraigShodown 64, one of the series’ 

* 3D episodes — the first to incorporate multi- 
tiered stages.an honor falsely attributed to Dead 
or Alive 2. 


The vistial style of Samurai Shodown's action holds up today. » 
\ : '’ J , ~ 
, . 


Todkly the series has-.cooled., Samurai Shodown 
fans green and grizzled have ‘to- load up Samurei 
Shodown Anthology dn Wii and PS2, or wander the 
dusty halls of the Wii’ sVidtual Console to get their” 
fix of feudal combat and. reunite with*Haohmaru ach 
and the gang. Still, One fact remains immutable: = “Sp 


dustry Ss mo: celebjated . 


forged a legacy all hel own. 
» 5 a : ‘ 
: * Aaa. 
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*y Daniel Kayser 


As we turn our attention to all things fight- 
ing games in this special edition of RETRO, it 
seemed like a great time to introduce my new 
feature, The Reactor, which tasks industry in- 
siders with tackling a timely question as | report 
to you with their responses. Obviously, this in- 
augural edition of the feature will focus on the 
fighting-game genre as | seek to survey a couple 


of my closest industry friends to find out their 
take on the tumultuous task of creating a new 
fighting-game franchise that could significantly 
shake up the genre. 


So, with that in mind, | kindly request that you 
put up your dukes and prepare to face off in this 
initial installment of The Reactor. 


QUESTION: Considering this edition of RETRO 
is all about the fighting-game genre, why do you 
think it's so hard for new franchises to resonate 
with the rather passionate fighting-game com- 
munity? What does (or will) it take to make the 
next truly great fighting-game franchise? 


THE REACTOR 


=a] GRAIG SKISTIMAS 
aka “Stuttering Craig” 

General Manager, ScrewAttack 
@StutteringCraig 


That's a tough question because the fight- 
ing-game community is so strong and has very 
high expectations of its games. You can see the 
evolution that Street Fighter and Mortal Kombat 
have made over the years and they’re still on top of the fighting-game world. 
Other franchises have spawned and done a really solid job of growing a hard- 
core community (like Skullgirls), but people really don't realize the amount of 
work and effort it takes to create a balanced fighter that won't come across as 
a knockoff of something that already exists. ScrewAttack Games, the videog- 
ame-publishing arm of our business, actually mulled over creating a fighting 
game, but after taking a hard look at it and looking at the hurdles that oth- 
er developers and publishers have had it just didn't make sense. Competing 
against brands that have 25 years of experience, multiple games, and millions 
of players is incredibly tough to do! 


Can a new great fighting-game franchise spawn? Sure, but whoever does it 
needs to know what they're up against. 


JESSICA CONDITT 


Senior Reporter, Engadget 
@JessConditt 


The passion | see in the fighting-game communi- 
ty stems from a deep love of the genre, but also 
a healthy obsession with details. Fighting-game 
players have to master thousands of combos, 
split-second timing, counters and dodges — 
sometimes just for one character. This lends the older franchises a leg up, 
since they're familiar to the most-invested players. There's no need to relearn 
an entire system or figure out how a whole roster of new characters stack 
up against one another; the mechanics are familiar, the movement is familiar, 
and fighting-game veterans can jump right in. This lowers the barrier to entry 
for older franchises, while new ones — I'm thinking Skullgirls here — can still 
resonate with fans, but they don't yet have a history with players. Yet. 


KAHLIEF ADAMS 

Host of the Spawn On Me Podcast/EIC of 
TheSpawnPointBlog.com 

@Kahjahkins 


New franchises don’t resonate for a couple of 
reasons in my opinion. Most of the newer fighting 
games don't separate themselves enough from 
the tried-and-true archetypes of popular fighters 
and pigeonhole characters into the usual boxes (brawler, grappler, projec- 
tile-based character). We're hopefully seeing a change in this thinking via 
games like Mortal Kombat X and its “variation” system where each character 
gets a little bit of everything. 


Secondly, fighting games have been tied to pretty much the same control 
schemes we've seen since the early Street Fighter days. | think this has caused 
newer games to be too similar to their predecessors. Quarter circle forward, 
for better or for worse, will always make you think “fireball.” If new IPs can 
create an accessible control scheme that doesn't scream Street Fighter, fight- 
ing-game enthusiasts might gravitate toward it. 


The next great fighting-game franchise will have to combine elements that 
folks have never seen before to really make a next-gen fighting game stick. 
Graphically, it will have to showcase what next-gen consoles can do wheth- 
er that be a super-stylized or hyper-realistic-looking game, and most impor- 
tantly the game will first have to get its hype from the EVO tier of the fight- 
ing-game community. If they champion it, then word will spread that this new 
franchise might have some (pardon the pun) chops. mi 


Thanks so much for your replies Craig, Jess, and Kahlief! Glad we didn't have to 
fight about that one. Now, if you have an opinion on this very topic, feel free to 
message me @DanielKayser on Twitter to speak your mind! We'll look to include 
some key responses on our website, www.ReadRETRO.com. Until then, happy fight 
— err, | mean gaming! 
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TOP 100 


CONMIBAT | 
COMBAT 


VIDEO COMPUTER SYSTEM 


Long before Sub-Zero was taking 
on Scorpion in the now-storied 
Mortal Kombat franchise, com- 
petitive gamers were getting their 
kicks out of one-on-one shooters, 
such as Kee Games’ Tank and 
Midway's Gunfight in the arcades 
and Outlaw and Combat for the 
Atari 2600. A ubiquitous car- 
tridge, Combat was the pack-in ti- 
tle with the Atari console, helping 
popularize the “mano a mano” 
subgenre of the 1970s. 


Here, for your reading pleasure, 
is Chapter 22 — the Combat en- 
try\— of my new book, The 100 
Greatest Console Video Games: 
1977-1987. As you'll see, | abso- 
lutely love Combat for its head- 
, to-head gameplay, its fun variations, and its sheer classic-ness. Enjoy! 


The original pack-in game With the Atari 2600 Console (then called the Atari 
VCS), Combat, along with Asteroids, Pac-Man-and Space Invaders, is one of the 
most common games in the system's library. Back when Atari titles would reg- 
ularly show up-at flea markets and garage sales and in pawn shops and thrift 
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stores, Combat would almost always be among the classic videogame offerings, 
giving it an undeserved reputation as “junk.” While it's not worth much to col- 
lectors, it's invaluable in terms of fun factor and playability. 


Like Pong before it, Combat is a relic of another time, but it holds up extremely 
well as an excellent two-player game. During the late 1970s, when | would ride 
my bike to various friends’ homes to play their Atari (I didn’t get my own game 
system until Christmas of 1982), we would invariably play Combat, not only be- 
cause everyone had it, but because it was enormously enjoyable, offering up a 
fair, competitive challenge each and every time. 


As most 2600 fans know, each player commandeers a vehicle in a one-on-one 
test of wills and skill. Depending on the variation selected (there are 27 in all), 
gamers guide a tank, an invisible tank, a bi-plane, or a jet-fighter around the 
playfield (an open area or a maze), with the exquisitely simple task of trying to 
shoot the other player's vehicle. The tank and jet-fighter games are viewed from 
overhead while the bi-plane view is from the side. 


In addition to different vehicles, Combat offers a variety of other choices (again, 
depending on the variation selected), including straight or guided missiles, easy 
or complex maze, clouds or no clouds, and direct hits or billiard hits (missiles 
can bounce off walls and barriers in variations called Tank-Pong). Tanks move 
at a steady pace while bi-planes and jet-fighters can go slow, medium, and fast. 


According to some sources (including Atari Inc.: Business is Fun), Joe Decuir and 
Larry Wagner are credited with programming Combat. In an interview conduct- 
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ed by Scott Stilphen and published on digitpress.com, Decuir deferred much of 
said credit, saying: “Ron Milner and Steve Mayer conceived of what became 
Combat; | was an implementer...| worked on it mostly as a test case for the hard- 
ware...Larry Wagner, who hired most of the early VCS programmers (including 
the founders of Activision and Imagic), made the Combat display engine a lot 
more fun.” 


Speaking of fun, Matt Fox truly “gets” the appeal of Combat. In his book The Vid- 
eo Games Guide (2006, Boxtree), he called it “the greatest two-player game of 
its day.” He went on to say, “Anyone could pick up and play Combat, the controls 
were that simple...back in those days there were few finer feelings than shooting 
your friend's tank and seeing it spin around helplessly in defeat.” 


In the premiere issue of Classic Gamer Magazine (fall, 1999), D.B. Caulfield said, 
“Combat is still an outstanding two-player game. What it lacks in graphics is 
more than made up for in gameplay. There are many tank and fighter-plane 
game variations to keep even the most jaded classic gamer happy.” 


In the seventh edition of the Digital Press Collector’s Guide (2002), Joe Santulli 
had this to say about the game: “Outstanding in its simplicity, it's mano-a-mano 
in tanks, jets, or bi-planes with changing physics accessible by game options. 
Break it out and play it again — you may be surprised at how much fun it still is.” 


On the other hand, The Video Game Critic (videogamecritic.com) admitted that 
he was “never a huge fan” of Combat, but he did have some interesting things to 
say about the game, especially in terms of the zeitgeist: “This game is an enig- 
ma. In the ‘80s, all of my friends detested Combat, often poking fun at its plain 
graphics and simplistic gameplay. But now, 20 years later, everybody | know 
swears that it's one of the greatest games ever made...Combat is an archaic, 
simplistic game, but after all these years it’s finally getting some respect.” 


Walter Lowe, Jr, author of Playboy's Guide to Rating the Video Games (1982, PBJ 
Books), failed to see a bright future for the game, giving it a mere star-and-a-half 
rating and saying, “We've rated Combat only because it's the cartridge you get 
with your VCS." 


Ditto author Ken Uston, who, in Buying and Beating the Home Video Games (1982, 
Signet), wrote, “It's not fair to be too critical because, after all, this cartridge is 
nearly five years old; and in this age of rapid computer technology, that makes 
it almost an ‘antique.” 


In Craig Kubey's The Winners’ Book of Video Games (1982, Warner Books), the 
author called Combat merely “adequate” and said that the secret of its commer- 
cial success “lies only in the fact that it is provided at no additional charge with 
every Atari console.” 


In issue #2 (autumn, 1983) of the British publication TV Gamer, reviewer Sonya 
Bradford surely wouldn't have predicted that Combat would gain the reputation 
as an all-time great when she said, “Initially the controls take some getting used 
to. But once these are mastered the game becomes a bit monotonous, which is 
not helped by poor graphics.” 


“Archaic” or not, “monotonous” or not, “poor graphics” or not, Combat, which 
has clearly aged like a fine wine, inspired a sequel, Combat Two, which was orig- 
inally scheduled to hit stores in 1984, but was a victim of The Great Videogame 
Crash of 1983. It existed only in prototype form until the 2001 Classic Gaming 
Expo, where a limited quantity was offered for sale. 


Combat Two, which was also made available in 2005 via the Flashback 2 dedi- 
cated console (as Combat 2), takes place in 2037, during a new kind of war: the 
Combat Duels. Tanks must be shot three times to be destroyed, and the play- 
field includes a bridge, a river, woods, and a pair of bases from which players can 
launch surface-to-surface missiles that home in on the enemy tank. However, 
the game lacks planes, invisible tanks, and bank shots, probably because it was 
never completely finished. 


Programmed by Steve Mayer, Joe Decuir, Larry Kaplan, and Larry Wagner (proj- 
ect manager), the original Combat has been rereleased for modern systems on 
such compilation discs as Atari Anthology! (2004, PS2, Xbox) and Atari Clas- 
sics: Evolved (2007, PSP). It’s also built into Atari Flashback consoles 2 and 3. 
In 2010, Microsoft made Combat available as a downloadable title for the Xbox 
360 Game Room service. 


Intellivision owners can play a similar game called Armor Battle (ported to the 
2600 as Armor Ambush), which has better graphics, but slower, less enjoyable 
gameplay. 


FUN FACT: 

Combat is essentially an unofficial port of Tank (the Sears version of Combat is 
called Tank Plus), which Kee Games, a division of Atari, released to the arcades 
in 1974. 


WHY IT MADE THE LIST: 

As videogames have gotten longer and more complex, Combat is a nice throw- 
back toa simpler time, when all each player needed was a joystick, one fire 
button, and a few minutes to kill. mn 


The 100 Greatest Console Video Games: 1977-1987 is available through Amazon. 
com, Barnesandnoble.com, and at Barnes & Noble bookstores. For more information, 
check out my blog at brettweisswords.com. 
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»»> ie ee you find yourself in the right place at the right time. There 
was a particular instance of that in my career which led to my marginal 


involvement in the juggernaut that would become Mortal Kombat. As with 
most juggernauts, no one involved had any inkling of what the future would 
bring. From our limited perspective) anything was possible. We entered into 
each new project with enthusiasm, hope, and with any luck,-a-bit of inspira- 
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Actual Targa+ board used by WTARG. Looks very similar to the 
original Targa 16, but added features like chroma key. 


AN AN TIMATED LOOK AT 


THE BEGINNINGS OF MORT AL KOMBAT 


by Warren Davis 


tion. In the case of Mortal Kombat, | think most people involved were pretty 
confident they were making something cool. But the idea that they were creating 
a franchise that would last over 20 years? Nope — that wasn't on their minds. 


In the mid-1980s, | had started experimenting with video digitization, which 
is the conversion of a video image (like you'd see on your TV) into pixels 
(like you'd see on a videogame screen). The earliest system | played around 
with ran on an Amiga computer and was very crude. You pointed a black- 
and-white video camera at your subject; and-shot through a color wheel that 
had red, green, and blue sections. It took around 30 seconds»to scan the 
object (as the color wheel turned through each section) and then software 
would assemble the different colored scans into a single frame. Needless to 
say, the object you were shooting had to be stationary — making animation 
a very tedious and time-consuming process. Still, to those of us who were 
making videogames, this was an exciting development filled with almost 
endless possibilities. 


Keep in mind that most video arcade systems at the time were only capable 
of showing 16 colors on the screen at one time. These digitized images were 
in full color — 8 bits of red, 8 bits of green, and 8 bits of blue. For the tech- 
nically inclined, 16 colors requires 4 bits to store, and you can store 2 pixels 
in.one byte of memory. Whereas to store 24-bit images, you would need 3 
bytes per pixel:and there are 256*256*256=1,677,216 possible colors that 
can be displayed. In the world of 1980s arcade hardware, you really didn’t 
have the luxury of having 3 bytes per pixel. Reducing that to 5 bits of red, 
green, and blue (15 bits total) would allow you to fit a pixel into 2 bytes of 
memory instead of 3. The total number of colors you could display would 
only be 32,768, but that many gradations of color still looked photographic 
compared to games like Pac-Man and Joust. Regardless, making a system 
to allow even 2 bytes per pixel wasn’t quite cost effective in the mid-1980s. 


Not long after, a more advanced digitizing system came out called the Targa 
board. If you've ever heard of a .tga file, this is where that file format orig- 
inated. There were actually a number of flavors of this board — the Image 
Capture Board (ICB), the Targa 16, Targa 24, and Targa 32. All were circuit 
boards that fit into a motherboard slot on a standard PC. One of the great 
things about the Targa boards was that it didn’t have a color wheel. You 
pointed a color video camera at your subject and the software did the rest. 
Another great feature was that an SDK (Software Development Kit) was 
available which allowed any programmer to write their own software to 
control the board. Which is exactly what | did. | had visions of pointing the 
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Now legendary within the fighting-game community, the colorful cast of Mortal Kombat was brought to life through some rather innovative engineering. 


camera at actors dressed in elaborate costumes doing gymnast-like action 
moves that would be video-grabbed and converted instantly into a form that 
could be displayed and controlled by our game software. | 


Unfortunately that dream was still years away because the process was lim- 
ited by the speed of the computer and the speed of the Targa. Even though 
the Targa could digitize an image in a fraction of a second, the processing 
of that image and saving of it to the hard disk was extraordinarily slow. But 
there was a way to digitize movement, although not a great one. Rather than 
point our camera at a live subject, we could videotape the subject in action, 
and step thru the tape one or more frames at a time, grabbing whichever 
frames we wanted. An artist would have to manually erase the background 
(not particularly fun or easy), and by doing so we would turn each frame of 
video into the digital equivalent of an animation cel. 


The final hurdle was the videogame hardware itself. As | said, most 
videogame systems could only display 16 colors (or 4 bits per pixel). 
Luckily, around this time, Eugene Jarvis (along with hardware design- 
er Mark Loffredo) was developing a new hardware system capable of 
displaying a whopping 256 colors at a time. Actually, luck had nothing 
to do with it — we all could see the potential in using digitized images, 
and knew that as hardware got faster and cheaper, this was where the 
industry had to go. Also, in the coin-op world, we believed we had to 
stay one step ahead of the home consoles, or else no one would want 
to go out and play a videogame in an arcade. 


256 colors was a lot better than 16, but it still wasn’t as good as 32,768 
(which as | mentioned earlier is how many colors you could get with 16 
bits per pixel). So this created another problem — how to “reduce” the 
number of colors to no more than 256 without losing the photographic 


quality of the images. 

This problem of reducing the number of colors in a “true-color” im- 
age while degrading it as little as possible was actually becoming fairly 
common throughout the computer graphics world, and a lot of research 
was being done in this area. | became an expert on the latest algorithms 
available — implementing them and comparing the results with a wide 
variety of image types and color schemes. (The best algorithm for color 
reduction | ever found was called the Wu algorithm, it gave amazing 
results — but it wasn’t developed until years later.) Of the algorithms 
available, | found the one that seemed most acceptable and incorporat- 
ed it into my software to control the Targa board. 


| named the program WTARG (for Williams Targa, not Warren Targa, 
honest!) and while crude at first, it was functional. The first game de- 
veloped for our new hardware was NARC, developed by Eugene Jarvis 
with George Petro and Jack Haegar. There was actually a competing 
game being developed by myself and John Newcomer which was nev- 
er completed, but that is a story for another day. Both games used 
WTARG for image generation. But while some of NARC’s graphics look 
considerably more photographic than any prior games, particularly the 
backgrounds, others were “cleaned up” almost to the point of looking 
artist-generated rather than digitized. There is a certain “noisiness” 
to those early digitized images that made them look more like movies 
when played back. Still there was no denying that videogame graphics 
took a leap with the advantage of more colors. 


The next game to use WTARG was High Impact Football designed by Eu- 
gene Jarvis and John Newcomer. (Its sequel, Super High Impact Football, 
would be designed by Ed Boon.) One little idiosyncrasy of that game 
was that every player had the number 88 on their jersey. This was so 
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These digitized graphics might seem dated now, but in the early 1990s this was truly cutting-edge content. 


that they could reuse images on which the number is visible by flipping 
them horizontally. The number would still be 88! | was no longer work- 
ing at Williams when High Impact Football came out — also a story for 
another day — but | returned in 1991 to fill the gap of a programmer 
who left in the middle of developing Terminator 2: Judgment Day. Here 
was a great example of a property that would benefit greatly from the 
use of digitized images. After all, what would be more appropriate than 
movie-like graphics on a movie-based videogame? 


| was somewhat astonished, though, to find that four years later every- 
one at Williams was using the same WTARG as when | left! | thought 
someone would surely have taken up where | left off and made improve- 
ments. After all, cameras had gotten better, computers had gotten faster, 
and memory was becoming cheaper and more plentiful. And Truevision 
had come out with a successor to the original Targa, the Targa+, which 
had chroma-key capability. 


For Terminator 2, we were still pulling digitized images off of videotape. This 
made sense, since a lot of our reference material was shot in California on 
the actual sets. We also had access to some of the actors — Robert Pat- 
rick and Eddie Furlong. We got Linda Hamilton's stunt double. And Arnold 
Schwarzenegger's stunt double wearing an Arnold mask. Those video- 
tapes got sent back to us in Chicago where artists went through the te- 
dious process of freezing each frame, grabbing it, and manually removing 
the background. 
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At some point during the development of T2, eventual Mortal Kombat co- 
creators Ed Boon and John Tobias let me know they were planning to use 
WTARG for their next game, a fighting game. As Ed Boon puts it, “At the 
time, digitized graphics was Midway's specialty and what set our games 
apart visually from our competition. We had already done a sports game 
(High Impact) and we were looking for another genre to apply the same vi- 
sual approach to. So a fighting game was a natural fit because we could 
make our characters very big on the screen which would make them look 
that much more realistic.” 


John Tobias remembers that he “had just come off of Smash TV and Total 
Carnage. Both were games that had very small character sprites. | was really 
looking to feature characters onscreen as large as possible and a fighting 
game was the perfect match. We also had a very small team and a really 
tight schedule. In my_prior two games, every frame of animation was hand 
drawn and | knew | wouldn't have time to do that with MK considering we 
started with a single artist (me) and were looking to complete the project in 
about six months.” 


Ed recalls, “We didn’t really have an audition process for Mortal Kombat." 
John adds, “The actors were friends, or friends of friends who happened to 
also be skilled martial artists.” To get their images, John had to go through 
the same process as all the previous games. The actors were shot on Hi8 
tape in front of a neutral gray background to make it somewhat easier to 
strip out. 


SUME FUN FACTS ABOUT THE 
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ED BOON ON THE CONCEPT... 
"Originally we wanted to make a Jean-Claude Van Damme videogan 
actually grabbed images (using WTARG) from the movie Bloodsport 
ate a demo that we sent to Van Damme and his people. | believe | h 
video somewhere in my basement but | haven't found it yet. It’ 
very interesting to see, especially some of the very early conce we h 
for Mortal Kombat. \ 


JOHN TOBIAS ON CASTING... 
“The actors we used in the first MK game were friends or friends of friends 
who happened to also be skilled martial artists. On the later digitized games, 
casting became more about an actor's physical appearance in costume than 
their skills as a martial artist. Actually, once the image-capturing part of the 


process was sped up with blue-screen keying, we were able to spend Ce 


time in post-production with each character's individual animation sequenc- 
es. That meant if an actor couldn't kick quite high enough, we could manip- 
ulate the image later to get what we were looking for. So an actor's physical 
appearance became more important than their athletic skills as a martial 
artist. Of course, it made the process easier if the actor could perform an 
actual roundhouse kick. There were usually only several frames of animation 
per sequence, but as the character rosters grew the work added up.” 


TOBIAS ON COSTUMES... 

“The first game's costumes were composed of pieces purchased from sport- 
ing-goods stores, costume shops, and scavenged clothing from thrift shops. 
We used anything that we could find that matched our rough character 
sketches and didn't cost a lot of money. On MK2 and MK3 we hired costume 
shops to custom stitch certain costumes. At one point we hired a shop to 
do our Baraka costume. They did fine on the clothing pieces, but the arm 
prosthetic and over-the-head mask were not at all what we were looking for. 
The mask was an over-sized, foam-sculpted piece covered in a flesh-colored 
felt. It looked like a twisted college mascot. It was really funny. We were 
speechless when we saw it. 


We had the shoot already scheduled and had to do something quick, so Rich 
Divizio (the actor who played Baraka) and | had to run out to Chicago Cos- 
tume on Irving Park and Milwaukee and pick something off the shelf. | found 
a green, glow-in-the-dark Nosferatu mask that barely fit over Rich's head. | 
took an X-acto knife and cut a few pieces off and filed the nose down. | spray 
painted it a flesh color and airbrushed in highlights and details. Then | used 
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s of material and we startedusing only Pati abricssas opposed to 
n, which showed wrinkles underthe lights. The p fica 
rey changed from frame to frame and exposed our already-limite rame . 

ven more. We also hired a guy namedsMark Runyon, who sculpted a 

‘s helmet and armor pieces. He did a great job and really set the bar 

s of costume direction on the next game.” 


ON THE IN-HOUSE COMIC BOOK: 
borate backstory for the game that we really didn’t have a 
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“We actually stuffed comic Brig Pmwaaclone> by hand and mailed them 
out by ourselves for quite a while unti reat Jutekeanto| and we had to hire 
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TOBIAS: 

“Ed would order pizza after work to entice folks in the studio into helping 
us open the order envelopes and fill out shipping labels. The cool thing 
about the experience is that it was one of our first experiences with the 
fanbase outside of the arcades. Many of the orders would have letters with 
questions about characters and secret moves. Some would have fan art 
tucked in with their three bucks. We actually wrote back to a few and even 
wrote finishing-move button combinations on a bunch of the envelopes. | 
sketched characters on some. | remember Ed writing cryptic riddles with 
dead-end answers on a few. It was hilarious. | wonder if any players saved 


the envelopes?” 
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Once Terminator 2 was finished, over a period of a few months, some exciting 
things happened. Under the auspices of Jack Haegar, we built a blue-screen 
studio from scratch with professional lights and cameras. We got a treadmill 
and took off the top part — the part you grab with your hands. Not too safe, 
but we needed to be able to turn it to any angle without any visual obstruction. 
We purchased a Targa+ and | rewrote WTARG to take advantage of chroma 
keying, so artists didn't have to manually remove the background. 


Our game hardware went through some improvements as well — instead 
of being able to display 256 colors total, each object was able to have its 
own “palette,” the 256 colors which would make just that object look best, 
regardless of anything else on the screen. This dramatically improved the 
photographic quality of our games, and | eagerly supported that feature in 
WTARG. John Tobias recalls that midway through the development of MK2, 
“we switched to blue-screen keying and | remember specifically using it for 
the first time on our reshoot of Jax.” 


According to Boon, “with every new game, the process of capturing, sepa- 
rating, and animating our characters became more and more automated as 
WTARG became more and more sophisticated. The difference from the first 
Mortal Kombat to the third was night and day.” 


WTARG was used for all of the Mortal Kombat games (until they started 
being developed on our 3D system), all of the NBA Jam games, and more. 
When we were making Revolution X, the last game | worked on at Williams, 
we had rock legends Aerosmith onsite for a couple of days. WTARG had 
progressed to a point where we could point a video camera at a live subject 
in our blue-screen studio and within a couple of minutes see that anima- 
tion running on our game hardware. 
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But by the mid-1990s, it seemed that the world was moving toward 3D 
graphics using texture-mapped polygons, and while textures for those 
games could.and would be digitized from photos or video, the notion of 
digitized video animation slowly became unnecessary. (Although it would 
be used to sometimes excellent effect in home games as PC hardware 
grew faster and capable of real-time video playback.) 


Oh, and by the way, WTARG was not my only contribution to Mortal Kom- 
bat. Ed Boon wanted to incorporate a full-screen image of Goro during the 
attract mode (the screens that cycled through when no one was playing 
the game). But-memory limitations were so tight we couldn't do it. How- 
ever, I'd been working on image compression algorithms for T2 for some 
in-game movies when the player travels from the future into our present, 
and also at the end of the game when you defeat the T-1000. Ed asked if 
| could compress the Goro image and let him borrow the decompression 
software. | said “sure,” and then added jokingly...”But you'll have to pay 
me a royalty.” We both laughed. But months later when Mortal Kombat 
became a smash-hit game...| actually got a small bonus check. | never was 
sure if it was because of that comment, or if | would have gotten one any- 
way, but either way | was grateful for the check and the opportunity to 
contribute to one of gaming's greatest franchises. 4 


Warren Davis began his career in videogames at Gottlieb Amusement Games, and following its 
closure moved to Williams/Bally/Midway. His titles include Q*bert, Us. Vs. Them, Joust 2, 
Terminator 2, and Revolution X. While at Williams, he pioneered the use of video digitization 
in games such as NARC, NBA Jam, and Mortal Kombat. Other arcade titles include Lotto Fun 
and Exterminator. Following a move to L.A., he worked on a couple of home games for Disney, 
then briefly became an Imagineer in its VR Studio. He worked on Spyro: Enter the Dragonfly for 
GameCube and PS2, and an edutainment title for PCs, The Lunar Explorer. More recently, he 
worked for ILM helping to develop previsualization software for movies. 
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@ Block, Totally Rocks! 


This month, Arcade Block subscribers are receiving one heck of an exclusive: a copy of 

Video Games Live, Level 4 - Arcade Block Edition. This version of the touring orchestra's latest 

record includes two bonus tracks: the Chrono Cross composition, “Radical Dreamers” and 

“Castlevania Rock LIVE!” Much like the orchestra's live show, this album contains an excellent 

representation of various styles of game music. While classifiable as its own separate genre, 

game music actually encompasses all genres. That even the most minimalist of arrangements \ 
can be so beautifully transposed to a full orchestra speaks volumes about its composers. e 
Here are some personal highlights from Level 4: @ € 


We can't dig through record crates to find these gems of 
classic game music, but these soundtracks are no less 
iconic to game fans than “Led Zeppelin III" is to rock fans. 


Mega Man 2 
The entire Mega Man series features 
incredible music, but the themes in 
Mega Man 2 stand above those found 

in the rest of the series. With each stage 
having its own theme evocative of the 
mood of its boss, this is one game score 
that doesn't let up. 


Contra 

Almost as iconic as the Konami Code 
required by most to make it through 

this game is its music, particularly the 
arrangement of the first stage. Contra 
was a product of the 1980s entertainment 
Zeitgeist: macho men with giant guns 
fighting aliens. The music needed to pump 
up players within seconds of the game 
starting, and that’s exactly what it does. 


gem = Super Mario Bros. 
TI Recognizable by gamers and non-gamers 
"a “a alike, the minimalist music from 
spe Super Mario Bros. is playful for the most 


—" part but it also has its sinister moments 
(like when you travel down a warp pipe) 
and frantic moments (time running out, 
getting that elusive invincibility star). 


Street Fighter II 

With each fighter having his/her own stage, 
this groundbreaking fighter also gave its 
colorful cast of characters their own themes. | 
Standing the test of time is Guile’s theme: 
According to hundreds of YouTube videos, 
it goes with everything! 


Se 


_ R-Type 
This slow-paced, notoriously difficult 
shoot-em-up is full of nightmarish creatures 


tone is its score full of unsettling arpeggios 
and scales. Interesting note: There’s no 
drum track in this score! 


In recent years, the surging popularity of game 
soundtracks has coupled with the vinyl renaissance for 
some excellent limited-edition boutique releases, including: 


and alien craft, and setting the game’s creepy 


Donkey Kong Country 

Originally released for the Super NES, 

Donkey Kong Country wowed fans with its 
beautiful graphics, atmospheric stages, and 
imaginative platforming fun. Equally as impressive 
as its visual achievements was its soundtrack. 
The music set the tone for the game's exploration, 
bringing a sense of playfulness and danger 

at the same time. 


Zelda’s Lullaby 

Much like the recurring theme of a young hero clad in green, 
Zelda’s Lullaby is a piece of music heard in various incarnations 
across The Legend of Zelda. Video Games Live breathes new 
life into Koji Kondo’s work with its own take on this instantly 
recognizable theme. 


Final Fantasy VI “Opera Aria Remix” 

Considered by many to be a highlight among 16-bit role-playing 
games, one would be remiss to mention Final Fantasy V/ without 
noting legendary composer Nobou Uematsu’s contribution. 

Like the game itself, this piece will make you feel like you’ve been 
transported to another world. 


Resident Evil 5 “Wind of Madness” 

Marking a rather large departure for its franchise, RE5 was an 

action-packed romp through the Resident Evil universe. Unlike its 

predecessors, it emphasized its dangers through an action-adventure lens, 

and this piece is a great reflection of that. It would be just as at home ina 
@ Hollywood blockbuster as it is in the game. 


Bie Te — Power Glove 


— Anamanaguchi 
— Brian Reitzell 
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SHAUN HATTON Is NERD BLOCK’S MANAGER OF BUSINESS DEVELOPMENT. 
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<< time he began doc j hi 5 t0 dvoid potential 
problems with the unt ofsmisrepresentation taking place 


issue of Electronic Games magazine. | I ( 
as we knew him in the pages of EG, \ 2001 Classic ¢ ( es.com. He rovided stories concerning the famous lawsuit 
sunny Las Vegas. We shared a nice and_lengthy discussion = Land lagnavox regarding Pac-Man and K.C. Munchkin, 
gaming and ultimately became friends. We shared | ooths at other ; 10. vsmG loobvand the Game Genie, Alex Pajitnov and Tetris, and 
shows and our paths crossed in the business world, as we both\\ V 

J2Games. In education, we helped develop.our Sf emeG while suit of Capcom v. Data East. The-article you are about to read, appearing 
he was teaching at the University of Nevada,Las Vegas (UNLV) and myself — for.the first time in-print, was written a decade later in 2003, long before 
at Canisius College in New York. He even asked me to create the frontand the tragic loss of Billon September 4th, 2011. Now, | am happy to share it 


back cover artwork for his biography Confessions of the Game Doctor, ~ with the world! = Michael Thomasson 
published by Rolenta Press. 
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by Bill “The Game Doctor” Kunkel 
(archived and contributed by Michael Thomasson) 


By 1993, the last thing | was looking for was an expert witness gig facing off 
against. yet another-of the most popular.and powerful software developers in 
the business. So of course | wound up working the expert witness deal for tiny 
Data East against the all-powerful Capcom, whose Street Fighter! had ignited-a 
revolution which«made 2D.fighting games the dominant genre in the electronic 
gaming world. 


| was working_in my home office when a gentleman. named-Michael Hayes 
called. He was from the law firm of Fenwick & West, a name even | recognized 
as a heavyweight player. He told me they were defending Data'East, which was 
being sued. by Capcom, 


“That figures,” | remember thinking. Capcom's PR people had’always been very 
good to me, whereas | didn’t know anybody at Data East. And, of course, Data 
East was a relatively small player compared to Capcom, a company so powerful 
that it tipped the balance of the.16-bit-videogame wars when it made a version 
of SF2 available on Sega's Genesis after having previously played exclusively 
with Nintendo. 


Michael explained that the games in question were Data East's Fighter's History 
and, of course, Capcom's SF2. As it happened, | had just seen the Data East 
game at the Kwik-E-Mart down the block, so | promised to check it out and get 
back to him. 


About three minutes into playing Fighter's History | figured | didn’t even have to 
go home. | phoned Michael from a pay phone outside the convenience store. 
“I'm sorry,” | told him with no small amount.of. relief. “But if they're going on 
‘look and feel’ | don’t think you've got a-shot “Look and feel” was one of the 
traditional standards by which copyright infringements were-obtained, and it's 
pretty much what it'sounds like: Does the product:look and feel-the-same as a 
preexisting product? In thisscase, there was no”question that Fighter's History 
looked and felt: pretty damned much exactly. the same-as SF2 —butonly inthe 
sense that, to a non=comic book reader, “all these superheroes look the same.” 

“Look and feel's not'the issuehe assured me. Capcom was basically claiming 
that all of the “realistic” 2D fighters from companies such as Data East and SNK 


were infringements omitsown SF2. | putthe word-“realistic” in quotes because ~ 


the Mortal Kombat games, which were almost as popUlamas-the SF2 franchise, 
were considered exempt from copyright infringement by Capcom. 


The reason given by Capcom for Midway's "€léarance- was ithat'the-fighters in 
the MK games were “fantasy characters,” unlike the real-worldsfighters invits 
franchise. Of course, hard as | thought about it, |-could neverrecall seeing a 
real-world martial artist levitate into the air, turn themselves upside downpthen 
whirl their legs like helicopter blades in order to rocket across the fighting sur- 
face to deliver a knockout blow to an opponent. 


The fact was that most of the Street Fighter-characters were:about-as-realistic as_ 
the fighters in a thousand Hong Kong martial arts movies. The so-called “chop 
socky” film explosion in the ‘70s following the international success*of Bruce 
Lee was hardly producing tutorials.in the-execution-of legitimate-karate, kung- . 
fu, judo, etc. Like contemporary neo-classic martial-arts films such'as House of 

Flying Daggers arid Crouching Tiger, Hidden Dragon, these early films were more 

fairy tales than gritty-unarmed-combat films-such-as the fater-Bloodsport:series,— 
which didn't come along until 1988. 


| have always believed.that the real-reason-Capcom.gave-Mortal:-Kombat.a_bye, 
however, wasiits unwillingness to face the legal guns which Midway (owners of 
the original arcade license) and Acclaim (holders of the home gaming rights) 
would:surely_bring to-bear in such.a case. : 


There were, of course, other players in the woodpilé as well=Several’smialler— 
companies in the coin-op business were also making 2D fighting games like 
Data East and felt either immediately or imminently threatened by Capcom's 
attempt to preempt the field. Then there was the rumored*personal-animos- 
ity which, at the time, often played a large part in dealings among Japanese 
companies. And, as it happened, Capcom's Japanese executives wefe*Said ‘to 
be furious over the fact that the Street Fighter development-tearmhad-recently=.» 
defected to SNK. 


But the bottom line was the same as it had been-in-the" Magnavox vsrAtaris 
case — Capcom was trying to lock up a genre. | may be a fool, but I’m.a stubborn 
fool, and the issue of genre plundering always gets my hackles up. - 


| signed on and immediately went to work, researching the various legal points 
that would be used in Data East's defense. First, we attacked the idea that the 
characters in the Street Fighter pantheon were original creations which should 
belong solely to Capcom. A mature Internet would have been a big help, but | 
did have a rather large library of anime and manga. One by one, the characters 
that populated SF2 were revealed_as types rather than archetypes. | recom- 
mended the lawyers read the book Manga! Manga! The World of Japanese Comics: 
by Frederik L: Schodt, then the leading English-language work on the subject:Cit 
also contained a drawing-of an-old’' manga character who looked uncannily like 
Bison). The lawyers liked the book:enough to hire Schodt himself:as.an expert 
witness. Capcom's lawyers maintained that specific-characters\in Fighter's His- 
tory Were doppelgangers for Street Fighter Il combatants, but we-wereable to dig 
up-a considerable’body of evidence to'prove that the characters Capcom was 


--claiming-as its own creations were in fact icons, plucked from-the-grab-bag of 


Japanese, culture and literature, 


~~ Another issue involved the-use of<play-mechanics.-Gapcom.maintained that 
certain, movesiin Fightérs History duplicated specific fight sequences, known as 


“combos,” ineSF2-Now this-was an. important issue-since it implied that Data 
East was drawing unfair advantage in terms of player familiarity on the back 


of their game. This was an especially tough nut to crack,in that it was pretty 


obvious that DataEast-had probably done just that. 


| argued, However, that there was.a certain ergonomic logic to these moves 
that placed*them beyond the realm of individual ownership. If, for exam- 
ple, you wish-your fighter (who is on the left side of the screen) to execute 
a forward flip, it only made sense that the button mashing and controller 
shifting duplicated the motion desired of the surrogate fighter. A forward 
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flip from the left side of the screen should obviously be executed by hitting 
the directional controller in a rapid left-up-right fashion. A right-up-left se- 
quence would-be anti-intuitive-and unplayable. The fact that-other compa- 
nies’ games were duplicating SF2's command system mostly demonstrated 
that it was a sensible system — that and the fact that there were a lot fewer 
buttons on coin-ops and home games in the early ‘90s, thereby limiting the 
possible number of combination moves. 


[think Twas an important witness in-the Pac-Man trial and | probably earned 
Galoob.a few bucks in that litigation. But this trial was my shining hour. | 
got.to participate in numerous skull sessions with the excellent lawyers at 
Fenwick S&eWest;-breaking-down-the.arguments of the Capcom lawyers and 
offering insights into. the game business that very few people could have 
provided..!'was also solid’on the stand through several rounds of cross-ex- 
amination;-unlikethe-poorkid-who-wrote-the-How-to-Play strategy guide for 
SF2. He was Capcom's big expert witness and fatherly Bill Fenwick gutted 
him like-a-fish: lt was so bad'that the'Capcom legal posse requested a recess 
and retreatedsinto-a-roomwith-the-hapless-witness in tow. 


We speculated on whether-hewas getting worked over as we ate lunch 
during the break. 


Inevetrospect however, all my articulate testimony and straight-edge logic 
almost got shut down before | could deliver it. Apparently the judge had 
seen the games and, being an elderly gentleman, must have thought the 
Case-wasva’slam dunk. Indeed, the games must have appeared identical to 
someone not versed in videogames — they had, after all, appeared almost 
identical to me at first glance. 


His Honor.walked_into the courtroom with a look on his face that said: “This 
one is over.” He announced he was prepared to rule immediately and sweat 
broke out-on the;faces ofsthe Fenwick & West lawyers. “Mr. Kunkel has been 
brought here at great expense,” they pleaded, putting me over as the last 
word in the games business, selling me hard. And | didn't blame them; | 
was with KKW (Katz Kunkel’'Worley) when this case came along and they 
were paying us massive bucks on an hourly basis for research, analysis, and 
testimony. 


wondered if | was-going home early, but the judge looked irritated and then 
gave.in, allowing-that they would hear. my testimony. My first appearance 
was good enough that the judge, to his credit, reconsidered his position. He 
noted that there were obviously more facets to this case than he had initially 
realized and soweall:sat downto play for several days-of testimony and 
deliberation. 


Fenwick & West-seemed-very well pleased with my performance, but there 
was one thing-about me that’ scared the hell out of them —-|-absolutely 
sucked at.2D fighting games. To be honest, | pretty much hated them and 
this period-of dominance by the 2D-fighters was'tough for-me to deal with: 
The idea that | would practice these elaborate moves for hours was aboutas 
exciting to me as. watching grass grow: 


Somewhere; in their heart-of hearts, | know thatemy"lawyeérs hada terrible 
fear that, unable to dent my rep as an Expert; the Capcom lawyers would try 
a desperate gambit: 


“You are such an... expert’ at these games, MreKunkel/“they might.say--why 
don't you come over here and show us*how well\you play the-game itself, 
hmmmm?” 


Of course, Fenwick & West wasn't spending its own money — the’ bucks 
came from Data East, which was not only fighting for its life, but for the lives 
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of several other companies. Millions were spent solely to produce elaborate 
splitscreen animations comparing and contrasting the “original” characters 
from=SF2 with the supposed copies in Fighter's History. Every day the trial 
continued, the billings continued to swell. 


So what were a-few. thousand bucks:to teach Bill Kunkel to become a top- 
notch SF2 player? 


Their solution: Bring in a SF2 gunslinger to tutor me. He spent two days, 
somewhere in the neighborhood of a $5,000 billing, teaching me to play the 
game at an acceptable level. | was better than he expected, but my lack of 
combo knowledge appalled my sensei. So hour after hour, a mental meter 
ticking away in my head, | learned how to execute every character's special 
moves. By the end of this grueling training period, | was good enough that 
my mentor described me as “not awful anymore.” 


Of-course, | was never called upon to go anywhere near either of the games 
in-court. Everything went like a dream and, in the end;Capcom's-case was 
kicked out of court, based on the arguments we had ‘developed. It felt good 
— and prosperous. 


Unfortunately, | guess Fenwick & West may have been a little too liberal in 
their willingness to spend Data East's money, as that venerable game com- 
pany basically went.out of business shortly. thereafter,.despite-the win. 


| think the most ironie-thingabout the whole-deal: was the fact that Data 
East had actually invented the martial-arts genre with:its ‘80s areade game, 
Karate Champ. When another company (Epyx) copied Karate Champ down to 
the last pixel, Data East sued-them. 


They lost when the Ninth Circuit Court ruled that all karate games would 
be more or less the same, just as:all baseball, football, basketball, and oth- 
er sports games would inevitably share common characteristics. In fact, it 
was that very ruling that led Data East to believe it would have no trouble 
producing a SF2-type game, since all 2D fighting games would be “more or 
less the same.” 


Coda: On the way home, my flight was delayed and | decided to kill some 
time in the airport arcade. Bursting with about eight hours’ worth of person- 
al tutelage at the hands of an absolute friggin’ street fighting beast, | felt 
like Luke Skywalker after Yoda taught him to levitate the spaceship out of 
that swamp. 


| walked up to the latest SF2 incarnation (probably Championship Edition) 
and plunked down my token"on thescontrol! board since a young kid was 
already playing. He offered:to-go two-player and-of-course, he cleaned my 
expensively trained clock. 


Thesworst-thing was the way he would giggle everytime he landed a 
blow, the little snot Naturally, he was on myaflight andthe whole ride 
back to Vegas from California he would nudge his parents, point at me 
and crow (“That's the guy | beat at Street-Fighterll, Mom! Dad! Man, | 
wiped him out”). 7% 


Michael Thomasson is one of the.most widely respected videogame historians 
in the videogame field today. He currently teaches college-level videogame 
history, design, and graphics courses-and is the founder and president of the 
highly respected-Good Deal-Games videogame database. Michael also over- 
sees one of thelargest collections of videogames in the world, encompassing 
almost"12,000 games. Michael's classic-gaming organization also sponsors 
rétro-gaming tradeshows and expos across the United States and Canada. 
His website is GoodDealGames.com. 
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What is it?_ADK’s final_fighting game for the Neo 
Geo platform, a colorful and fast-paced one-on-one 
ninja combat title that has earned a reputation as 
one of the standout brawlers on a platform jam- 
packed with the things. 


Why so expensive? Ninja Master's was definitely 
one_of the overlooked gems for the system. Be- 
tween the high cost of Neo Geo software and the 
utter oversaturation of the fighting market by the 
time '96 rolled around, developers had to go the 
extra mile to stand out. Lacking any sort of flashy 
gimmicks to appeal to arcade rats, Ninja’ Master's 
largely faded into obscurity, bobbing to the surface 
from time to time mainly so that grammarians could 
chuckle at the misplaced hyphen in its title. 


Like many MVS and AES releases from the Neo 
Geo's lengthy twilight years, Ninja Master's was pro- 
duced insmall-quantities. As a result, its price has 
never really dropped; you can find a loose cart for a 
few_hundred dollars, while a complete-in-box ver- 
sion will run you four figures — assuming you can 
even find one. 


Is it worth the hype? Well — how much do you 
love fighting games? True aficionados of the form 
will likely find much to love in Ninja Master's, but it's 
easy to understand why it didn't make much of an 
impression at the time. Consider its contemporar- 
ies: Street Fighter Alpha; Killer Instinct; Primal Rage; 
Mortal Kombat 3. By comparison, Ninja Master's 
felt a bit dated. It featured nice animation, an ADK 
trademark, but no flashy blueshadows or 3D=ren= 
dered visuals. 


Of course, the lack of ‘90s sizzle works in the 
game's favor these days; Ninja Master's feels a lot 
less a product of a long-ago time than something 
like Primal Rage or ClayFighter. Plus, beneath its rel- 
atively humble-surface is some genuinely excellent 
play. Not only does it control tightly and feature a 
decidedly varied cast_of protagonists, it incorpo- 
rates a unique weapon feature that feels more like 
the kind of thing you'd see in a scrolling brawler 
like Final Fight. 


Each character fights with a basic style — usually 
bare-fisted — but can also produce a weapon that 
changes up the moves they can use. Unusually, 
they can also throw these weapons and once they 
do so, they're back to bare-fisted techniques until 
they manage to collect their projectile from-where 
it fell. This lends an exciting sense of unpredictabil- 
ity and strategy to the fighting mechanics. While 
Ninja Master's might seem a bit derivative of The 
Last Blade with its medieval ninja theme (the final 
boss is Oda Nobunaga, which might be the single 
biggest cliché in games set in ancient Japan!) and 
emphasis on weapons, in-practice- it's very-much 
its own creature. 


But | don't wanna pay $1500! All is not lost! Nin- 
ja Master's has seen two reissues within the past 
decade. And while neither option is a particularly 
convenient choice for the average American gamer, 
they're both decidedly cheaper than ponying up for 
a precious original cartridge. 


For import-savvy players, the PlayStation 2 collec- 
tion ADK Tamashii included Ninja Master's along 
with a number of other fighting and ninja-themed 
Neo Geo titles by developer ADK (and also, jar- 
ringly, cutesy shoot-em-up Twinkle Star~ Sprites). 
While this collection never came to the U.S., it can 
be found pretty easily online for anyone with the 
ability to play Japanese PS2 releases. Unfortunate- 
ly, this compilation has gone up in price, too, but its 
typical price of $120 still beats the real deal. 


Ninja Master's also appeared-as the pack-in title for 
Tommo's officially licensed Neo Geo Gold emu- 
lation.console, which debuted at the end of 2012. 
While the Gold edition model which included Nin- 
ja Master's has since been discontinued, it's easy 
enough to find for around the same price as ADK 
Damashii — and has the side benefit of opening the 
door-for legal-access to~a~sizable number of -Neo 
Geo classics as well. 3% 


Looking for rare titles like Ninja Master's? Head online to 
GameGavel.com — the Internet's only 100% gaming-re- 
lated auction house where great discoveries await! 
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Welcome to the first edition of The Proving Grounds, 
a column dedicated to truly hardcore role-playing and 
adventure-game classics. As the name of this recur- 
ring feature implies, these games are tough, and they 
won't hold your hand in the way modern games do. 
In fact, they're designed for serious gamers who can 
put in the time and effort to solve them. A lot of time 
and effort. These games also require a good deal of 
thought, because they're mainly party-based, and you 
create every member. Yep, right from the start, you're 
in for long play sessions. If you can manage to survive, 
or even excel, at the games profiled here though, you'll 
_ . definitely earn some old-school RPG gamer respect. 


Our first entry is truly one of the great classics of the CRPG genre, Sir-Tech’s 
epic Wizardry: Proving Grounds of the Mad Overlord. It was. designed by col- 
lege chums Robert Woodhead and Andrew,Greenberg, published in 1981, and 
heavily based on Dungeons & Dragons. Unlike story-driven games like Dragon 
Age or Baldur's Gate, Wizardry has no storyline beyond entering a 10-levehdun- 
geon (the titular “Proving Grounds’ ') and retrieving Trebor's Amulet, which 
has been stolen by the evil wizard Werdna. It's almost purely hack-n-slash, 
with some minor puzzles throwniin for good measure. Essentially, it's all about 
the combat, fighting increasingly tougher foes while slowly leveling up your 
party, and finding better gear along the way. There's no plot or soap operas to 
distract you from what amounts to a truly epic grind. 


Wizardry puts you in control of a party of six adventurers rather than a lone 
hero. The characters can be of five different races, four “starter” classes 
(they'll later be able to choose expert or prestige classes), and three align- 
ments. The next step is distributing precious bonus points among the six 
character traits — strength, |.Q., piety, vitality, agility, and luck. The number of 
bonus points you get ranges from 16-21, but you can roll as many times as you 
like to get what you really want. Obsessive types will probably want to hit 21 


for each character, but that can take hours! 
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Part of the fun of Wizardry is experimenting with Barhy members and the later 
prestige classes. If it's your first playthrough, you'll probably want a bishop, a 
couple of fighters, a mage, a priest, and a thief. If you’re. up for a truly expert chal- 
lenge, however, try limiting your party to three, or even soloing. Keep in mind 
that some classes have high prerequisites, and two — the lord and ninja — can't 
be created at the start even with 21 bonus points: For these classes you'll have 
to wait until later in the game, when one of your characters meets their stringent 
stat and alignment requirements (lords must be good; ninjas evil). 

So, after you set your party up as best as possible, it's time to get out the graph 
paper, pencils, and erasers. Without, these your cause is hopeless, because 
unlike most modern games, there iS no automap. You simply must draw the 
dungeon as you go. This is part of the appeal and as you might imagine, it 
won't be easy even though the dungeon levels are all rectangular and fixed in 
size. Yes, you can download a map from the Internet, but this kind of shenan- 
igan is unlikely to impress the mad overlord or old-school players who didn't 


have the option! 


Besides, making your own map is "9 start off, take a step, and draw lines 
on your map corresponding to the wa’ ls.Oh — and hope against all hope that 
you haven't just stepped on a spinner that turns your merry band of adventur- 
ers in another direction, or worse, an undetectable teleporter that sends you 
halfway across the dungeon without your realizing it. Hey — that's a feature, 
not a bug! 


Beyond that, there are nasty little places where everyone takes damage as 
they walk through, where magic is suppressed, where it's totally dark, where 
you can walk into pits or chutes, or any combination of these evil antics. They 
don't call it “The Maze" for nothing! 


That said, the worst part of navigating it is the lack of visuals. The dungeon lev- 
els are wireframe walls (simple line drawings), with no distinguishing features 
except for doors. Without a map, there is just no way of knowing where you 
are. At least not until you learn a spell that gives you the location of the party 
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relative to the stairs out. You'll be eternally grateful for this magic, but you'll 
still have to deal with all the maze’s tricks and traps. 


Navigation is tough, but far from the hardest challenge. As you journey 
through the maze, you will constantly be ambushed by its deadly denizens — 
you'll never see anything coming. The party is making its slow way along a 
passage when ta-da! Random encounter! 


When this occurs, the dungeon view is replaced by a static graphic of the lead 
enemy party. There can be several groups of opponents, which are listed, for 
your convenience, with how many are in each group. As you might suspect, 
you will usually be outnumbered, even at the start. This, friends, is the hall- 
mark of early CRPGs: unbalanced combat. Your pitiful party of level 1 wimps 
— poorly-equipped, lacking in spell power, hardly able to hit the broadside of 
a barn at high noon on a sunny day — has a brutal, uphill struggle ahead of it. 


Wizardry uses turn-based combat, which means that every hero and monster 
will have a turn to perform one of five actions (fight, cast a spell, parry, use an 
item, or run away). Only the first three party members, who are in the front 
row, can fight — the others will need to cast spells, parry for a defensive bo- 
nus, or use items (wands, rods, scrolls, rings, etc.) to help the cause. As your 
fighters battle it out with sword and mace, your priests and mages can be 
hurling balls of fire or putting monsters to sleep. Your thief can be — well, not 
much. But that's okay, their ability to pick locks and disarm traps will make up 
for their lackluster melee skills. 


Just to make things more challenging — as if anyone needed that — there 
is no saving in the dungeon except by quitting, which will end the session. 
Next time, you have to use the Utilities function to resume where you left off. 
Otherwise, you have to exit the maze before you can save your party. In many 
cases, you'll drag your wounded party through multiple levels of the dungeon, 
praying that you avoid any fatal random encounters, only to die within sight of 
the exit. If you do make it to the top, you can visit the Temple of Cant to resur- 
rect your dead characters (for a steep mandatory donation, of course). Much 
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later, your wizard can learn Malor, the teleport spell. This will bring you to the 
exit quickly...so long as you set the coordinates properly. Do it wrong and the 
party might end up in a wall and very, very dead. 


Turning your party of monster bait into well-honed instruments of death is a 
slow, sweaty-palmed, often frustrating experience. After you've gained some 
experience points, you can rest at the Inn to see if you qualify for the next lev- 
el. The effects of leveling, however, are random. Usually, leveling boosts your 
stats, health, and spells. But don’t take that for granted — sometimes your 
stats will actually get worse when you reach the next level! 


If you stick with it, you'll eventually become powerful enough to take on Werd- 
na on the 10th floor. If you have any hair left on your head at this point, you'll 
rip the rest out now. True, you'll find the best loot in the game, but your handy 
mapping spell won't work. Oh, and remember those random teleporters we 
mentioned? If you somehow manage to defeat the monsters and best Werd- 
na himself, you may want to think twice about putting on his amulet — just 
saying. And your reward for all this insane work? A nifty symbol by your char- 
acters’ names, of course. 


Allin all, Wizardry is the definitive hardcore dungeon crawler. You can clearly 
see its inspiration in quite a few games, including Final Fantasy, The Bard's Tale, 
Pool of Radiance, and many more. While some aspects of the game have aged 
better than others, it’s still fun and exciting to play today. The Apple II version 
was the first, but there are also ports of it for the Commodore 64, Macintosh, 
FM-7, MSX, NES, Game Boy Color, and PC. For a truly old-school experience, 
play the Apple II version — but the NES version, which features music, better 
graphics, and is, of course, compatible with a gamepad, comes recommended 
as well. The Game Boy Color version is in Japanese, but patches are available 
to translate it into English (see angelfire.com/goth/patches/wizardry.html for 
information and downloads). If you actually do complete the first one (bra- 
vo!), you can import your characters into later scenarios. After all, you are 
looking for a Proving Grounds challenge, aren't you? Good luck! i 


COLLECT-A-THON! 
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WVASTERING SEGA'S SYSTEM 


’yChris Kohler 


The market for original classic games has never been hotter. Whether 
you're obsessed with collecting or just want to play your old favorites in 
their original format, you're paying more for old games than ever before. 
Each issue in Kohler's Collect-a-thon, we'll break down the current collect- 
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THE PLATFORF1 


It wasn't Sega's first game console; that was 
the SG-1000 in 1983. But shortly after, in 1985, 
came what Sega called the Mark III in Japan and 
Sega Master System in the rest of the world. It 
was more powerful than the Nintendo Enter- 
tainment System, but that didn't stop Nintendo 
from destroying Sega in the marketplace. The 
Master System was the perennial also-ran to 
the NES’ juggernaut, and Nintendo's restrictive 
policies kept publishers from bringing many in- 
teresting games to Sega’s platform. But it still 


had some classics, including the birth of the 
Phantasy Star series. 


COLLECTING IT 


With only 114 games released in the United States, 
putting together a complete American Master 
System collection is actually fairly easy! Since the 
games came in plastic hard cases, like the Sega 
Genesis later, most players ended up keeping the 
cases, and most collectors prefer to collect com- 
plete copies. But if you want to do a loose Master 
System collection, it'll be even easier and cheaper. 
(It only starts to get expensive when you start col- 
lecting the European- and South American-exclu- 
sive games, of which there are hundreds.) 


MY BEST PAL* 


There's something about the way the Sega Master 
System works that makes it unique among game 
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consoles: The cartridges that were sold in Europe 
and America were identical. Put a game sold in 
Europe in your U.S. Master System, and it'll work 
without a hitch, and vice versa. In most cases, the 
cartridges (but not the boxes and instructions) for 
games released in the U.S. and Europe are com- 
pletely identical. Not only that, but it’s easy to sup- 
plement your Master System collection with im- 
ported exclusives! Ninja Gaiden for Master System 
was never released in the U.S., but you can buy one 
and play it anyway thanks to the miracle of eBay. 


Maybe you found some imported games back in 
the day at Kay-Bee Toys or elsewhere. You might 
even have some imports in your collection right 
now and not know it! Which raises the question: 
How do you tell? Well, all games officially released 
by Sega of America will say “Sega of America” on 
them. The box text and instruction manuals will be 
in English, not several different languages, and the 
instructions will be portrait orientation, not land- 
scape. (It can be difficult to tell this just by looking 
at the front of the box!) 


Of course, as with all rules, there are some excep- 
tions, which are... 


THE UPC STICKER 
RELEASES 


Master System collecting has its own little 
mini-controversy that will probably rage forever. In 
the waning years of the Master System's life, when 


ing scene for a particular platform. 


Sega was just releasing a handful of titles for the 
few remaining diehards, it saved some money by 
just taking the European-release versions of the 
games and putting a U.S. UPC barcode sticker over 
the European barcode. Presto: instant U.S. version, 
without having to print up all-new box art and in- 
structions! The four games that got this treatment: 
Strider, Golden Axe Warrior, Sonic the Hedgehog, 
and Spider-Man. 


So, the big question: Do you need those four UPC 
stickers to have a complete U.S. collection? My 
advice: Do whatever makes you happy. If you want 
to spend the money (Sonic with the sticker can go 
for over $300), go for it. If you'd rather just buy 
unstickered versions of the games, thereby saving 
a lot of money but getting the exact same product, 
that is a very reasonable and prudent choice. It's 
your collection, not somebody else’s. But whatever 
you do, just protect yourself: Learn what the stick- 
ers look like and feel like, and make sure you're 
buying authentic ones from reputable sellers. 


THE _ BIG ONES 
THAT AREN'T 
CONTROVERSTAL 


Even if you don't care about stickers, you'll still 
need to spend a little money to finish out your 
Master System collection. The rarest game for 
which Sega of America did make an original box 
and instructions is James “Buster” Douglas Knock- 
out Boxing, for reasons that should be obvious; 
Sega secured the license of the guy who knocked 
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Zone 


The Two Mega Cartridge 


out Mike Tyson, but he himself was dethroned ap- 
proximately 15 seconds later. (Also, this game was 
no Mike Tyson's Punch-Out!! if you get my drift.) A 
complete copy will cost over $300. (That is, it’s 
one-hundredth the cost of the most expensive 
NES game.) 


It's all downhill from there. A/f — yes, that Alf — 
is one of the very few Master System games only 
released in America, and it could cost you around 
$70 complete. Alex Kidd in Shinobi World is similar- 
ly rare and similarly priced; just be aware the U.S. 
version has a blue cartridge label, not red. (Same 
thing with the hockey game Slap Shot — look for 
blue, not red.) Power Strike, a shooter from the 
Aleste series, was only sold through mail order in 
the U.S., and its box is in a blue-and-white mono- 
chrome style. Again, you're looking at about $70. 
The U.S. version of Dick Tracy can also be tough to 
get, but there are still bargains out there. 


Prices for the rest of the games seem to pretty 
much shake out along quality lines. Expect to pay 
in the mid-to-low double digits for games like the 
Wonder Boy, Alex Kidd, and Fantasy Zone series, 
Michael Jackson's Moonwalker, Ghouls ‘n Ghosts, Ys, 
Phantasy Star, and R-Type. In general, if you recog- 
nize the franchise, you will probably end up paying 
a little more! 


GETTING CARDED 


Master System could play games stored on 
cartridges, or on thin cards similar to the Tur- 
boGrafx-16's TurboChips. In the U.S., just seven 
games shipped on card: F-16 Fighting Falcon, Ghost 
House, My Hero, Spy vs. Spy, Super Tennis, Teddy 
Boy, and Transbot. If you have these on cartridge, 
they're European; if you have any other cards, 
they're European. 


GEASTBUSTERS 
The Mega Cartridge” 


The Sega Card 
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THIRD PARTIES 


Most of the games on the NES were produced by 
third parties, but only eight of the Master System's 
114 games were published by companies other 
than Sega. Activision published Rampage, Cyborg 
Hunter, Bomber Raid, and Galaxy Force. Parker Bros. 
published three versions of classic U.S. computer 
games: Montezuma’s Revenge, Where in the World 
Is Carmen Sandiego?, and King’s Quest. And Seis- 
mic published just one game: R.C. Grand Prix, the 
manual for which is often one of the last pieces a 
Master System collector acquires. ma 


THE BIG LIST 


All games listed below are on cartridges, have 
unique American packaging, and were published 
by Sega — unless otherwise noted in parentheses. 


Alex Kidd in Miracle E-SWAT Enduro Racer 


* Action Fighter * Dead Angle 
* Aerial Assault * Dick Tracy 
* After Burner * Double Dragon 
World * F-16 Fighting Falcon 
* Alex Kidd in Shinobi (Format: Card) 
World * Fantasy Zone 
* Alex Kidd: High-Tech * Fantasy Zone Il 
World * Fantasy Zone: The Maze 
* Alex Kidd: The Lost * Galaxy Force (Publisher: 
Stars Activision) 
Alf * Gangster Town 
Alien Syndrome * Ghost House (Format: 
Altered Beast Card) 
Astro Warrior Ghostbusters 


Ghouls ‘n Ghosts 
Global Defense 


Aztec Adventure 
Black Belt 


Blade Eagle 3-D Golden Axe 
Bomber Raid (Publisher: Golden Axe Warrior 
Activision) (UPC sticker) 
California Games * Golvellius: Valley of 
Captain Silver Doom 


Great Baseball 
Great Basketball 
Great Football 


Casino Games 
Castle of Illusion Star- 
ring Mickey Mouse 


* Choplifter Great Golf 
* Cloud Master Great Ice Hockey 
* Columns Great Soccer 


Great Volleyball 
Hang On & Astro 


Cyborg Hunter (Publish- 
er: Activision) 


Warrior 

Hang On & Safari Hunt 

James “Buster” Douglas 

Knockout Boxing 

Joe Montana Football 

Kenseiden 

King's Quest: Quest for the 

Crown (Publisher: Parker 

Bros.) 

Kung Fu Kid Lord of the 

Sword 

Marksman Shooting & 

Trap Shooting 

Maze Hunter 3-D 

Michael Jackson's Moon- 

walker 

Miracle Warriors: Seal of 

the Dark Lord 

Missile Defense 3-D 

Monopoly Montezuma’s 

Revenge (Publisher: Parker 

Bros.) 

My Hero (Card) 

Ninja, The 

OutRun 

Paperboy 

Parlour Games 

Penguin Land 

Phantasy Star 

Poseidon Wars 3-D 

Power Strike 

Pro Wrestling 

Psycho Fox 

Quartet 

R-Type 

R.C. Grand Prix (Publisher: 

Seismic) 

* Rambo lll 

* Rambo: First Blood Part II 

* Rampage (Publisher: 
Activision) 
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Rastan 

Reggie Jackson Baseball 
Rescue Mission 

Rocky 

Shanghai 

Shinobi 

Shooting Gallery 

Slap Shot 

Sonic the Hedgehog (UPC 
sticker) 


* Space Harrier 


Space Harrier 3-D 
SpellCaster Spider-Man 
(UPC sticker) 

Sports Pad Football 

Spy vs. Spy (Format: Card) 
Strider (UPC sticker) 
Super Monaco GP 

Super Tennis (Format: 
Card) 

Teddy Boy (Format: Card) 
Thunder Blade 

Time Soldiers 

Transbot (Format: Card) 
Vigilante 

Walter Payton Football 
Wanted! 

Where in the World is Car- 
men Sandiego? (Publisher: 
Parker Bros.) 


Wonder Boy 

Wonder Boy III: The Drag- 
on’'s Trap 

Wonder Boy in Monster 
Land 


World Grand Prix 

Ys: The Vanished Omens 
Zaxxon 3-D 

Zillion 

Zillion Il: The Tri Formation 


Chris Kohler (@kobunheat) is the founder and editor of 
Game|Life, the gaming channel of WIRED. He is a lifelong 
game collector and the author of the books Power-Up and 


Retro Gaming Hacks. 


Looking to ramp up your gaming collection or 
find that amazing rare gem? Look no further than 


GameGavel.com, the Internet's leading source for 
gaming-related auctions designed for gamers by 
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DEMETRIOUS JOHNSON 


ue . 
the ouginal™ 
fot some new . 


When reigning UFC Flyweight Champion Demetrious “Mighty Mouse” John- 
son enters the Octagon, he's adorned in Xbox One swag. Microsoft sponsors 
the local mixed martial arts fighter, who lives in Kirkland, Washington. And g 
there are perks for working with the game giant. t ga 
a 


vg 
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“If | want a game, | can ask for it and get it early before anybody else,” Johnson »» 
says. “I've been to a couple E3 shows and some Xbox parties, including a cool iM 
Halo party. It's great because | remember when | was growing up being inline to = 
get the very first Halo game. Now | train with guys from Bungie and Microsoft” 
and they give me a scoop on what's coming out.” 


iyhese day n Ape to MortaPk 
he’s still a fan off 


‘| 
Johnson literally trains down the street from Microsoft, so a lot of game devel-= al 
opers spend time working out with different mixed martial arts to stay in shape ~ M day," Johnson Says “For instaace, | W138 2 fis \g (ecu Man 7 the other day — 
and compete with each other. They like to ask him about fighting and he offers >and | wag like, ‘Man, thigh’ S hard.’ jhere’ S no easy mode. If you can't --. |e= 
his opinions as a gamer. * make itgBast a level, t eit. Nowadays it's more about entertainment | 
* and pla ing through the Bane, ldo like the fact that there are MMOs now. 
“My brother and | competed playing videogames on the Nintendo, Super Nin- where you can grind and play with friends and always come back for ne 
tendo, Nintendo 64 and all the systems,” Johnson says. “We would always _ stuff. It's not like the old days where you picked up a cartridge and yot 
compete to see who could beat the game first, whether it would be Legend of | and beat the game, and that was the end of it. And at the end of the 
Zelda, Super Metroid, or Super Mario 64 and we would always give each other _ it says: “Thanks for playing, presented by Capcom." 
an hour to play. So | would start playing and we would both start from the be- » : : 4 
ginning and | would play for an hour. Once an hour hits, | would jump off and 
he would play. So we basically played to the very end to see who could beat. it, 
the fastest.” 


; re" XS $ 3 Le 
“Games are de finitel Lt lot easier cr tolpest t 
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OM aday aa i was back i in the % 


his own virtual avatar in EA Sports 
UFC. He believes the UFC video é is “spot on.” EA has included every 
aspect of martial arts:i that when fans enter the Octagon, 
~~ they can do wrestli kickbe fie boxing, karate, jiu-jitsu, tae kwon do, ai- 
ido, and tai chi. If you ; toch ohnson’s character in the game, 
is advice is to “go bananas. { 


‘. oe cil 
Of course, Johnson has Na 


The brothers were also hooked on mano-a-mano fighting games like’ 
Fighter, Marvel vs. Capcom and, of course, Mortal Kombat. / 


ae) 3 “y ; 
“My favorite Mortal Kombat fighters were always one of the ninjas Sub-Zero, Hayjne grown up with a controlle i olay and being an kent gamer to 
They kind of came out of nowhere and it was like, ‘Hey, let's pi me kind V/ 5 ‘ Ket c's 

re ju on at Street Fighter ~ 
him Rain! | wasn't a fan of that, so it was always Reptile, Scorpion, Or Sub- Zero.” £ game from Capcom becausethat's where it's at~Johnson says. “| want to \ 


Reptile or Scorpion,” Johnson says. “I didn’t really care for Smoke or Max or Rain. this day, being in a videogame is but he has Spigper plans. 
of character with the same skin layout and just give him a diffe or and call don't ail to just stop at EA ( 

just throw fireballs and do an air combo in that ¢ g 
Johnson still remembers the fatality code for Reptile (Backs ck Down, Low . . SY 
Punch) and the lizard tongue decapitating his opponent remains a favofte to With Capcom Working on Stree Fighter Viemaybe this article will help/ 
his day. He considers Mortal Kombat II to be the best game in the Trawehise’s ‘Johnson in his: Cause. Of course, he’s also wide’open to being ay unlock- 


early days because it had the fatalities, babalities, friendship, and stage fatalities able character | ina Mortal. Kombat cei He just wants! tdlbea nin 4 
» 6 e: . 4 
o choose from. ®& 
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SERIES INFO: 


Publisher: 
Konami 
Developer: 

Konami 
Platforms: 
PlayStation 
Release: 
12.17.98 JP 
09.29.99 U.S. 
Players: 
Single-player 
ESRB Rating: 
T 


KONAMI'S CLASSIC RPG DEFIED THE TRENDS @ 
ERA TO KEEP THE MEMORY OF 16-BIT RPGS ALIVE. 


*Y Kat Bailey 
a Suikoden II is one of the few videogames that might legitimately be 


considered to be based on a true story. Its roots can be traced back to 

one of the great classics of Chinese literature, Outlaws of the Marsh, 
which was based on the historical exploits of an outlaw named Song Jiang 
and his bandit army in ancient China, immortalizing them as the 108 Stars 
of Destiny. 


Perhaps that’s why Suikoden II feels so fresh and lively after more than 15 
years. Originally hitting America in September 1999, Suikoden II stands in 
stark contrast to its contemporary Final Fantasy VIII, which arrived just a cou- 
ple weeks before it. Both had their merits, but where Final Fantasy VIII leaned 
heavily on its technology, Suikoden II told its complicated story using sprites 
that wouldn't look out of place on the Super Nintendo. 


In retrospect, Suikoden II's decision was the correct one, as its attractive, 
well-animated art has aged gracefully over the years. In that respect, Suiko- 
den Il is not that different from 16-bit stalwarts like Final Fantasy VI and Chro- 
no Trigger, despite the fact that it was released almost half a decade later. Of 
course, Suikoden II's timelessness is a double-edged sword. Its graphics were 
positively quaint when compared to then-state-of-the-art steamrollers like 
Final Fantasy VIII; and with its relatively limited print run, it was quickly rele- 
gated to the status of cult favorite. It wasn't long before it became a highly 
sought-after collector's item. 


Suikoden II's desirability did much for its reputation in the ensuing years. It 
was the RPG fan's proverbial white whale, and owning it was a badge of 
honor. It was further bolstered by the varying quality of its sequels, which 
were variously criticized for their slow pace and limited exploration, lending 
Suikoden II a halo effect that persisted through the 2000s. 


Its reputation is generally well deserved. Despite its status as a sequel, di- 
rector Yoshitaka Murayama conceived of it as the original story in the series, 
and it shows in the more polished storytelling and superior characterization. 
From the very beginning, it sets about establishing the close relationship 
between the main character, his loyal friend Jowy, and his...energetic...sis- 


—_ 


ape (RETROSPECTIVE 


is) 


ter Nanami. Together with Pilika, a little girl traumatized by the horrors of 
war, the group forms a strong emotional core that constitutes its greatest 
strength. 


As the hero, Jowy, and Nanami flee from one village to the next, closely fol- 
lowed by the Highland Army and its murderous leader Luca Blight, a steadily 
growing posse of heroes joins them — the 108 Stars of Destiny who form 
the core of what becomes a new liberation army. As in the original Suikoden, 
the hero and his followers eventually find a headquarters to call their own, 
using it as a base of operations for recruiting new warriors to the cause and 
waging war on Blight, whose sheer sadism puts even Kefka to shame. In par- 
ticular, the scene in which he forces a woman to crawl around and pretend to 
be a pig before mercilessly slaying her is genuinely harrowing. 


It's larger-than-life characters like Blight who sustain Suikoden II's story, ad- 
ditionally deflecting attention away from the only serviceable turn-based 
combat, which is speedy but lacking in really meaty customization. On top 
of the heroes, there are fan favorites like Flik and Viktor, who share a joking 
camaraderie that belies their long experience with war, as well as optional 
characters like Zamza and Shiro. All of them offer an interesting contribution 
to the group, whether it's as a circus performer, a wolf, or an evil genius. 
Ultimately, recruiting all 108 Stars of Destiny is half the fun when playing 
Suikoden II, and every fan has a personal favorite or two (or 20). 


When it comes to assessing Suikoden II's legacy, its rather dark coming-of- 
age story tends to be remembered first and foremost, as does its lively cast. 
It has many good ideas, but in an era defined in large part by the torrid pace 
of innovation, Suikoden II distinguished itself by eschewing style in favor of 
simply telling a really good story. Nearly a thousand years later, Song Jiang’s 
legacy lives on via the PlayStation. fa 


[EDITOR'S NOTE: Special thanks to John Olson for backing our Year Two 
campaign on Kickstarter! This retrospective has been included in the mag 
at his request! ] 
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Seanbaby invented being funny 
on the Internet at Seanbaby.com. 
Bad decisions have led him to 
specialize in terrible and absurd 
games. Follow him on Twitter 
@Seanbabydotcom. 
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FISH TALES 


Before anyone used the word “meta,” Fish Tales was a pinball table about lying about 
fishing. In order to score big, you had to kill other people on the lake, catch a fish, then 
frantically exaggerate the size of that fish. It was everything real men love — murdering 
waterskiers and lying about sizes. Ladies. 


This fish-lying gameplay of this table is actually sort of sophisticated — you can't get 
too outrageous with your storytelling. If you stay reasonable, like saying something 5 
inches is two feet long, you win. If you go too far and say, “| caught a 5-inch fish and The 
Keystone Pipeline System was a condom developed for me by Canadian scientists,’ no 
one will believe you, including this pinball table. You might be wondering why | suddenly 
started talking about penises in a review of a fish pinball table. Well, there was nothing 
sudden about it. This whole thing was about penis the entire time. Ladies. 


ROY CLARK “THE” ENTERTAINER 


Hee Haw was a musical variety show about country people leaping from corn to shout 
awful jokes. Why? Well, I'm not saying the show was designed specifically for rural 
cousins to mask the sound of their lovemaking, but any other explanation is surely 
just as abominable. 


And speaking of the unexplainable, the host of Hee Haw, Roy Clark, had a pinball table. 
His picture leers at you from between the flippers as you play as if he’s mocking the 
very walls of our universe. How easily Roy Clark “The” Entertainer breached the mem- 
brane between this world and his dark realm of madness. If you get the high score on 
this table, the nearest mother will shriek “What have you done!?” as her children turn 
into snakes. 
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HARDBODY 


Media critics have accused the videogame industry of using female characters only 
as sex objects and props. Well, when it comes to pinball tables, that statement can 
be made without any ambiguity. 


Hardbody is a workout-themed pinball game based on luscious, sexy bodies. And 
that plot doesn't sneak up on you. This table is literally covered in bikini pictures 
of bodybuilder Rachel McLish. She was the reigning Ms. Olympia, and a real hu- 
man person, but it’s a little suspicious as she’s exactly what that era’s scientists 
would have made and named after a sandwich too erotic to appear on the Mc- 
Donald’s menu. Rachel McLish, I’m not accusing you of being a combat sex robot, 
I'm only hoping. 


It's hard to judge how well pumping weights and mastering thighs works as a pin- 
ball game since Rachel McLish’s almost-naked body is a real distraction. Hell, the 
Q*bert cabinet next to it at my local arcade was used to hide so many boners it had 


to take maternity leave. 


FUTURE SPA 


Future Spa is like Hardbody, only set in the future where all interaction and currency 
is orgy. Men and women in their underpants travel by waterslide around the table 
to perform all manner of exercise. Unfortunately, the equipment was all designed 
around a horny lunatic’s idea of what gyms will look like in a million space years, and 
| think he missed. Instead of a fitness theme, Future Spa has more of an “undressed 
women being pulled apart by robots” theme. And | don’t want to alarm anyone, but 
if you ask Siri about Future Spa, she says, “It was right about everything!!” then plays 
the sound of crying babies until your phone's batteries die. 


SEXY GIRL 


Ss ie 4 Be Sexy Girl did away with the pretext of fitness or sci-fi fitness and skipped right to 
The Sea ae ‘Gy Naina lottete the naked ladies. What it lacked in challenge, depth, taste, and attractive women it 
pinball idea. i G--R-L-S and the made up for in nipples. It was decorated with nude women painted in what seemed 
Worlds first \ pin up show 


Picture Pin®. . taneieachitina to be rust and ketchup. At the risk of redefining art criticism forever, Sexy Girl proves 

200 color ey ie one of the left that awful people have no interest in masturbating to blues and greens in an arcade. 

pictures built ee) targets is hit, a 

into the 4 ye new picture ; ; ‘ rae : 

action. j = " shows on the | don’t know exactly who the audience is for a pornographic pinball game. Is this 
playfield how you kill time when bowling has a restraining order against you? 


The gameplay combines the world’s worst pinball table with a twist. If you can spell 
GIRLS, and we're taking a lot for granted if you're playing this and spelling, nude 
photos appear in the center of the table. Orange, brown photos of girls who were 
either held at gunpoint or amazing actresses pretending to be — the kind of photos 
that make you wonder how many lives were destroyed to create this one perfectly 
terrible moment. 


Sexy Girl not only ruins pinball, it ruins porn, photography, and spelling. With Future 


Spa, | learned how to do a situp using only 73 robot pulleys. And with Hardbody | 
learned how to...how to fall in love. You'll always be in my heart, Hardbody. ia 
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COMICS EXPERIENCE POINTS 


NOT SURE | LIKE THE WAY BACK IN THE OLD DAYS, YOU 
FIGHTING GAMES ARE BEING HAD TWO CRUDELY DRAWN 
MADE TODAY. 2D CHARACTERS, HAVING IT 
OUT LIKE MEN/ YOU COULDN’T 
DODGE/ YOU 
COULDN’T RUN/ 
THERE WERE 


NO...POLYGONS/ 


IT’LL BE AWESOME ONE DAY 
WHEN THESE GAMES ARE 3D AND 
HAVE RUN BUTTONS! 


BY SCOTT JOHNSON, MYEXTRALIFE.COM - ©2015 ALL RIGHTS RESERVED 


SQUARE 
A FREE-FORM BEATNIK SPOKEN HISTORY 


SQUARE, OH SQUARE... YOU ARE THE MOST IMPORTANT CAT IN VIDEO GAMES, 

YOU CAN BE ANYTHING? A DRAGON-SLAYING ADVENTURER, THE EYES OF A FRIGHTENED SOUL 
TRAPPED IN A HAUNTED HOUSE, A POWER-INDUCING PELLET, A PERPETUALLY BOUNCING 

BALL, EVEN A THERMONUCLEAR WARHEAD, YOU ARE A FOUR-SIDED BEAUTY, FILLED WITH 
INFINITE POTENTIAL, PIXELS AND SPRITES, THE VERY THINGS THAT ALLOW YOU To 

VIEW THE ACTION ON A ARCADE SCREEN MONITOR, ARE SHAPED IN THE SHAPE OF HEAVEN, 
"BAH!" YOU SAY. "ALL GAMES ARE S-D POLYGONS Now". THAT IS TRUE, BUT ALL TELEVISIONS 
AND COMPUTER MONITORS PORTRAY THEIR GRAPHICS USING PIXELS, AND THOSE, DEAR 
BOHEMIANS, ARE SQUARE-SHAPED. YEAH, 
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